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#1 SHOOTER IS NOW ON SUPER NES1 


HASTALA VISTA, BABY! 
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Welcome to not just another issue of Game Fan. First of all, I would like to talk about the new 
Viewpoint section. You’ve been asking for it so we of course delivered. The new Viewpoint 
breaks each game down into the five categories that we feel are the most important; 

1. Graphics, (how it looks which includes the quality of the artwork, shading, and backgrounds) 

2. Play Mechanics, (moves or abilities the character actually performs like grappling, double 
jumping etc...) 3. Control, (how the game feels and ease of execution) 4. Music, (self explanatory 
but very important) and 5. Originality (does it break new ground or is it an old game with new 
sprites)? That’s five categories, each with a maximum of ten points. This allows for a total of 
fifty points. Although it was fun writing a bunch of different personal opinions in the old 
Viewpoint, we can see how that might become confusing when you decide to buy. This new sys¬ 
tem should provide you with a totally accurate representation of the whole game. Three review¬ 
ers will rate each game, one who prefers that category and two guests. You wanted it you got it. 
Another new feature this month is Hands On which also has a new rating system. You’ll also 
notice that we have finally added a subscription card and a reader survey. We’re giving away a 
Neo Geo each month so make sure you get in on the drawing. 

Now, since I’m the Ed. I guess I better say something significant about the state of the industry 
I’ve noticed alot of anticipation and excitement over the upcoming 32 and 64 bit systems. 

We too are very excited but are trying at the same time to keep things in perspective. Think 
about it. There are somewhere around 15 to 20 million 16 bit systems in homes throughout the 
US. They are affordable, the developers feel comfortable with the hardware and, as a direct 
result, the best games, that use the full capabilities of the hardware, are starting to come out. 
Here’s something to think about. Nintendo sold over 30 million 8 bit systems. Combined Seqa 
and Nintendo still have not reached that number with the SNES and Genesis. So you could sav 
that 10 to 15 million people fell off and didn’t buy the more expensive 16 bit systems when they 
were introduced. Enter 32 bit. Will the user base shrink again to lets say 10 million? Are game 
companies alienating there users by trying constantly to one up each other? The fact is, that if 
one company develops a new system, the other guys feel like they have to match it. Is this a 
good enough reason to develop new non compatible hardware? Is it really time for 32 & 64 bit"? 
On the other hand maybe our industry is simply diversifying? Will 32 bit finally bring in the adult 
population while 16 bit sales continue to flourish in the 6-13 yr. old market? That would be the 
best case scenario. So the real question is can Nintendo and Sega continue to support there 
existing 16 bit platforms while still keeping the new Saturn and Project Reality customers 
happy? At the same time, staying ahead of Sony, Atari, SNK, and 3DO (who will be concentrating 
on only one platform) will be a challenge in itself. Personally, I would like to see 16 bit gaminq 
flourish for a couple more years. I know I haven’t seen the best that the SNES has to offer and I’d 
like to enjoy the Genesis with it’s DSP and sound upgrade for awhile. 

At the same time we are looking forward to 32 & 64 bit. Those who can afford it can look forward 
to the most realistic gaming ever. But those who can’t shouldn’t have to suffer. I just hope it 
doesn t alienate another 10 million people. The burning question is; are there enough developers 
(good developers) to keep eight formats up and running? If there is, everyone will be happv 
Then whether you own a Saturn, Genesis, SNES, Project Reality, PSX, Jaguar, 3DO, or Neo Geo 
you II be a happy gamer. I ‘gotta hire more people. 
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Here’s your chance to let all the game companies know what you’re playing and what you would like to 
see in the future, so drop us a postcard. If your name is picked from our monthly drawing, you will be 
the lucky recipient of one of the fabulous prizes listed below. So, what are you waiting for? Start writing! 



1 MK2 (GENorSNES) 

2 Super SF 2’ (gen or snes) 

3 Virtua Racing (genesis) 

4 MK (SEGA CD) 

5 Streets of Rage3 (gen) 

6 Super Metroid (snes) 

7 Phantasy Star IV(gen) 

8 Castlevania Bloodlines (gen) 

9 Starfox 2 (snes) 

10 Rebel Assault (sega cd) 


1 MK (GENESIS) 

2 SF 2 Turbo (snes) 

3 Sonic CD (sega cd) 

4 Secret of Mana (snes) 

5 SONIC 3 (GENESIS) 

6 Aladdin (genesis) 

7 Mega Man X (snes) 

8 Gunstar Heroes (gen 

9 Lunar (sega cd) 

10 Eternal Champions (gen) 


Fir$t Prizjs: Ycgff choice* 

Second Prbf: Your ehdc 

• lUlLL-d L-l-h ; A FREE 
C’oiijjiai'Lilattcns A > he relieve a; - vi 

rst Ptt£: Ian Clyde of Manchester, MA * a’c 


snes genesis game gear 


set:.menth‘s mttesf: 

Stephen Swan of dceanside, NY 


Mark Butler, of Dewey Rose, G A 


All you have to do to enter the drawing is write down a list of 


mncH . . „ , your top 10 favorite games and the 10 games you want the 

most that aren t out yet, on a piece of paper or a postcard then send them to- 
ME FAN TOP TEN 6400 Independence Ave., Woodland Hills, CA 91367 
iwing is limited to One (1) entry per person per month. Hope to hear from you soon 
eld on the 21st of each month. The three (3) winners -* ■-.. 


ill be notified by mail and listed on this page. 
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O ne of the very first European developers to have 
obtained a Nintendo license was Manchester- 
based Software Creations. Besidesproducing the 
classic isometric NES same, Solstice, Software Creations 
was also responsible for convertins many arcade games 
over onto the popular computer formats pf the late 
eighties, and more recently delivered classy Super NES 
titles like Equinox (Solstice II), Plok and Spiderman And 
The X-Men, Other titles include Blaster Master 2, 
Spiderman (Genesis) and Super Off Roadi(SNES). 

Perhaps Software Creation’s strongest and most recog¬ 
nizable trait, though, has always been music. Veteran 
game musician Tim Follin (aged 22!) is the man behind 
some of the best in-game soundtracks ever. Ever since 
Solstice on the NES and Ghouls and Ghosts on the 
Amiga and C64, Tim has created pure magic, perfectly 
demonstrated by the incredible music and effects in 
Equinox on the SNES. In fact, Nintendo's own musicians 
in Japan reckoned he was possibly the the world's great¬ 
est game music composer! He also did this Rock - n’ Roll 
Racing tracks for Interplay, too. Sadly, Tim has now 
moved companies but that didn’t stop me paying the 
rest of the team a visit after shaking off those post 
Christmas blues. The following conversation was record¬ 
ed with Technical Director Mike Webb and one half of 
the Equinox programming team, Steve Pickford. 

To start us off Mike, can you briefly explain what's 
happened to Equinox. I mean, the Japanese have had it 
for 3 months and we're still waitins for the UK and US 
versions? 

MW: Well, the game took an eternity to get approved 
because there were technical problems vyith the game 
running on different versions of the SNES. The game was 
actually finished over 18 months ago, and it should be 
released very soon. 

Were you happy with the finished same? 

MW: Well, everyone seems to like it. It received a very 
high rating at Nintendo in the US which made it all the 
more worthwhile. And fortunately, it’s more or less on its 
own still, as an isometric game on the system, 

SP: We were also dead pleased to see that Japan’s 
biggest selling console mag, Famicom Tsushin, awarded it 
a gold recommendation and covered it for about ten 
weeks. It’s nice to see a British game go down well over 
there for a change. 

Who was directly involved with Equinox? 

SP: Well, funnily enough Mike programmed the first 
game, Solstice, on the NES, and started to program the 
sequel, but myself and my Brother John Pickford took 
over and spent the best part of 18 montlis on it. And of 
course, Tim did the music. 


r What was the hardest aspect of the same to pro- 
Sram? 

SP: Probably getting the perspective to work, which is 
still confusing, I know. We could have used shadows to 
make things a bit easier to understand but parts of the 
game were using lots of processing power already and it 
would’ve been difficult. 

: 7 But flick screen games don't use as most processes 
power as scrolling games surely? 

SP: No, but in Equinox's case the CPU gets bogged down 
with determining the game. When there are a stack of 
blocks on top of one another, there is a fair bit of maths 
involved. 

: What about a third Solstice same? 

SP: We’ve no plans at the moment for a follow-up. Ideally 
we’d love to be able to do the next game using the 
Super FX chip so that we could have a true 3D perspec¬ 
tive. Either that, or we’ll wait until Nintendo’s new 
machine comes along in a year or two. Now that should 
be powerful enough to do it! 

lean tell you, when we first 
started doing SNES work the idea of 
doing an 8 meg game was unthink- 
able. It was just too expensive." 

Tell us a little about the Ken Griffey baseball same 
you're workins on? 

SP: This one’s going to be released by Nintendo in the 
States and only came about because one of our employ¬ 
ees, Brian Ulrich came from Nintendo Of America and 
happens to be crazy about Baseball 
We all love the Neo Geo baseball games too, particular¬ 
ly Baseball Stars 2 and we set out to attain the same 
degree of excitement with this game. As far as options 
go, every team out of major league is in there, with 28 
stadiums complete with different graphics for each one. 
The batters are built up out of separate legs, arms, bod¬ 
ies, heads each with differing attributes. In this way we’ve 
created individual batters that look different and play dif¬ 
ferently. There are so many console baseball games out 
there in the US and especially Japan, it’s surprising that 
there isn’t a single decent one among them! 

So what other systems are you developins for at the 
moment? 

MW: We’ve just finished Plok on the Mega Drive and 
we’ve got several other SNES and Mega Drive titles on the 
go. Unlike most developers we’re not diving feet first into 
CD ROM development and we prefer just to concentrate 
on these two, as well as the occasional Master System or 
Game Boy title. We’re looking into CD ROM, but we cer¬ 


tainly won't be developing on it for a good while yet. 

GF: What’s your opinion of CD ROM ? 

MW: It’s fine as long as you treat it as a big cartridge. 
People don’t buy Mega Drives or Super Nintendos to 
watch videos, people want gameplay, and a lot of CD 
ROM developers are still forgetting that. 

SP: There are so many games out there that are just two 
minutes of video. 

GF: What sames have you been impressed with on CD 
ROM? 

MW: LucasArts’ Day Of The Tentacle is, for me, the way CD 
games should be done. It’s superb. If we had the 
resources, that would be the way we’d like to approach 
CD ROM. 

GF: What do you think about 3DO and Jasuar? 

MW: The biggest problem I have with 3DO is price. It’s far 
too expensive at the moment. Also, I reckon it’s far too 
early to try and set any kind of standard. A proper multi- 
media machine will need to have MPEG as standard, not 
as an accessory, and If truly interactive 3D games are to 
be possible, it needs awesome power. Jaguar’s nice, and 
with a CD drive for storage it has great potential, but it’s 
not going to look like much next to the new wave of 
machines from Nintendo, Sega and Sony. It looks like the 
games player might just get in for a huge leap in perfor¬ 
mance if they wait a year or so. 

GF: What would be your ideal project? 

MW. I think the SNES could do with something like Day Of 
The Tentacle. There aren’t enough imaginative titles like 
these being produced on console, games that actually 
make you laugh, and think too. The biggest problem with 
doing games like these on cartridge is memory. 

T" Will you be usins the next seneration ofhish memory 
cartridses? 

MW: I can tell you, when we first started doing SNES work 
the idea of doing an 8 meg game was unthinkable. It was 
just too expensive. Within a year everyone had moved up 
to 8 meg, and a bit later came 12 meg. Now, 16 meg is 
not unusual and we already have 20 and 24 meg carts 
available. Soon we’ll have 32 meg cartridges becoming 
feasible. The biggest problem with carts like these is filling 
all that space and making it worthwhile. We’ve already 
worked out that if half of the memory in a 16 meg cart 
was devoted to speech, we could get 8 minutes in there. 
High density carts could keep CD ROM in the background 
fora while yet. 
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Thanks a lot for your time. 
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You want power? How about 100 
times more power than 16-bit systems.^ 

Color graphics? You think 16.7 
million colors will hold you? 

Maybe you're looking for fast, real- 
world animation? Tell you what. You 
better have a strong stomach. 

Cuz this is Jaguar” And this ain't no 
We're talking 64 bits of power and 3-D 
animation. As in three dimensions. As in 
this stuff is real. You're not just pretending 
to fly a plane. You are in the cockpit. You are 
dodging bullets and bombs and mountains 
and bridges. And you are sweating. 

You've also got CD-quality sound 
to deal with, and arcade-quality 
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SONIC 3 LEVEL SELECT 

tfter you hear the voice say, “SEGA”, as Sonic starts to come on the screen, you must very quickly put in UP, UP, 
)OWN, DOWN, UP, UP, UP, UP, and you’ll hear a chime. This is very hard to do and may take a few tries. When you get 
o the first screen with the 1 Player and Competition options, press down while Competition is highlited and you’ll get 
i sound test. Go into the sound test and you can choose which level to start on. 


mmM 


At the title screen, on con¬ 
troller 2, press X, UP, Y, LEFT, 
B, DOWN, A, RIGHT, X, UP. You 
will hear “Yattane”, now you 
can choose the bosses in the 2 
Player Vs. Mode. 


During the title screen, on con¬ 
troller 2, press B,B,B, A,A,A, 
and then press the X button 
seven times. Go to the option 
screen and you can now use 
10 credits. 
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MYSTERY MODE 
At the title screen, press Up, 
Down, “L”, “R”, and then 
Select. You should hear a faint 
explosion. Now go to the 
option screen and turn the 
Mystery Mode to On. Check 
out the brilliant overhead view! 
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BATTLECARS 


YOU’RE THE BOSS! 

At the title screen, press “L” 
“R”, Up. You should hear 
faint explosion. Now when yoi 
play the one player game, ir 
the actual race, you will be dri¬ 
ving the opponent’s car. 




TOTAL ECLIPSE (3D0) 

LEVEL SELECT (finally!) 

Go to the Quit-Preview option. When you are there, hold down the Stop button and push B L A 
now release the stop button and push B, L, A, B, L, A, and you will be able to start on any of the 2C 
levels. 


LAWNMOWER MAN (SNES) 

In order to do any of the following 
codes, you must input this initial 
code: Pause the game and enter B, 
“R”, A, SELECT, SELECT, Y, A, B, Y, 

A, B. 

STAGE SELECT- Pause the game 
again and enter, A, “L”, “L” and press 
start. 

INFINITE LIVES- Pause the game 
again and enter, “R”, A, SELECT, Y, 
and press start. 
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MEGA MAN X FIREBALI_SHORYUKEN! 

To get the hidden capsule that allows you to throw fireballs, you must have all four subtanks and 
all eight heart tanks. Then you must fight your way through Sigma’s fortress until you reach Sigma 
himself. Defeat Sigma’s pet and Sigma, but lose to Sigma’s machine. Let your remaining lives run 
out and continue. When you start over, go to the Armor Armadillo’s level. Go all the way through 
the stage four times, keeping your energy and weapon meters full. To do this, use the “Escape 
Velocity” option each time you reach the end of the level (see first illustration). On the fifth time 
through, ride the third wheeled platform across the canyon, and climb up the cliff shown (see sec¬ 
ond illustration). On top of the cliff should be a power up capsule with Dr. Light. He will give you 
the “HA-DO-CAN” fireball which will allow you to kill Sigma, Sigma’s pet, and Sigma’s machine 
with only one hit. The fireball can be done the same way as a Ryu fireball, and can only be done 
while the energy meter is full. You can use the fireball for the rest of the game. What a pain! 

^ ROCK N’ ROLL ~ r, * < : 

RACING (SNES) l llj* 

VIKING STYLE JPPPS#- 

v;-y At the character select screen, 

1S8* ■ rt"fnir hold down L, R, and select. Next 

i! choose Olaf from The Lost M 

K £ vikings - you «"• now be ,he s s § f 

_ fastest character in the game. ^ # -S-.W"* ~ 



DRAGON BALL 
Z 2 (SF) 
HYPER CODE 

Before turning on the sys¬ 
tem, hold down “L”, and 
the “R” buttons to access 
the Hyper Mode and play 
with the extra characters. 



















































NBA JAM TOURNAMENT EDITION (ARCADE) 


To play against 24 of the programmers 

from the Midway staff, input these codes. 

MDP JAN. 13 

DOZ DEC. 31 

JMS FEB. 22 

JFC APR. 16 

GNP OCT. 8 

CMM JULY 2 

TWG DEC. 7 

SNO JAN. 3 

JMC AUG. 5 

RJR JAN. 17 

WIL JAN. 1 

PCB MAY 9 

TOB AUG. 24 

TON JULY 3 

JRN JUNE 18 

JWH SEPT. 20 

SAL FEB. 1 

WMN NOV. 11 

TJC OCT. 11 

MJT MAR. 22 

SL- JUNE 24 

ML MAY 25 


LTD APR. 30 

HOW JULY 15 

Misc. Codes 
JCV JUNE 27 

TJC OCT. 12 

CRL JAN. 1 

DIE FEB. 23 

GET OCT. 19 

SAN JAN. 1 

EJB FEB.23 

To play with the following characters put 
in these codes: 

SUB DEC. 5 

RAD JULY 9 

KNG JAN. 16 

LOR FEB. 20 

KER OCT. 10 


GRM OCT. 31 
PIP SEPT. 25 
RPT NOV. 11 
BABY MODE 

DURING TONIGHTS MATCHUP SCREEN 
HOLD DOWN RIGHT AND PUSH TURBO, 
SHOOT, STEAL, TURBO, SHOOT, STEAL. 
TURBO, SHOOT, STEAL AND YOU’LL BE 
PLAYING IN BABY MODE. 

HUGE HEADS 

PRESS UP 3 X WHILE HOLDING TURBO 
AND PASS, AND PUSH THE SHOOT BUT¬ 
TON 6 TIMES 


Game Genie Codes: 

TOP GEAR 2 

DEC5-405E 2nd engine costs $15K instead of $30K 
D9C6-415E 2nd gear box costs $ 5 K instead of $10K 
DC2A-4D6D Start with 10 nitro’s 

GENESIS 

FORMULA 1 

AT5A-6A4J No warning to pit when tires are worn 
AJ2A-6A48 each race has infinite laps 
ABKT-7TG4 + 

AA9T-7TCA Tires last 3 times as long 

GAME GEAR 

LAST ACTION HERO 
031 20F E6E Start on scene 3 
051 25F E66 Start with 5 lives 
3A1B1F2A2 Infinite timer 


SONIC 3 

FFFE120005 Infinate lives 

FFFE210063 Unlimited rings 

FFFFB1000X Numberof gems collected (0-7) 


STREET FIGHTER 2 

FF96D90003 Start on bonus stage 

FFB9770080 Funny music 

FF80C20001 Player 1 turns to flames when 

FF83420001 Player 2 turns to flames when 




7EO92104 Unlimited power ups 

7E091B07 Infinite lives 


7E091D14 Unlimited energy 

7E094D99 Unlimited time 


hit 

hit 


AERO THE ACROBAT 
7E0CC059 Infinite time 


PRO ACTION REPLAY CODFS- 

GAUNTLET IV 

FFOOF900C8 Unlimited energy (Warrior) 

FF010D0005 Unlimited keys (Warrior) 

FF010F0005 Unlimited potions (Warrior) 

FF03BD00C8 Unlimited energy (Valkyrie) 

FF03D10005 Unlimited keys (Valkyrie) 

FF03D30005 Unlimited potions (Valkyrie) 

FF068100C8 Unlimited energy (Wizard) 

FF06950005 Unlimited keys (Wizard) 

FF06970005 Unlimited potions(Wizard) 

FF094500C8 Unlimited energy (Elf) 

FF09590005 Unlimited keys (Elf) 

FF095B0005 Unlimited potions (Elf) 


7E0D0000 Walk through to the end of the level 

BATTLETOADS IN BATTLEMANIACS 
7E003E02 Allows you to play as Rash 

MEGA MAN X 

7E0BCE10 Unlimited energy 

FLASHBACK 

7ECD4604+ Infinate shields 

7EC74605 

FATAL FURY 

7E060620 Unlimited bonus stage time 

7E066002 Start on the bonus stage 

7E061402 Player one only has to win one round 


ROBOCOP VS TERMINATOR 
FFF08C0040 Infinite energy 

FF009C0005 Infinite lives 

FFF0F000FF Invulnerable 

FFF1AA000X Replace “X” for weapon select: 1 - Ed Gattling 
Gun, 2 - Grenade, 3 - Bazooka, 4 - Plasma Rifle, 
5 Homing Missile, 6 - Laser, 7 - Flame Thrower 

SONIC SPINBALL 
FF579E0003 Infinite lives 

FF579E1003 Boss room is open 
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JURASSIC PARK 

7E029510 Infinite ammo 

7E040555 More dinosaurs 

LAMBORGHINI CHALLENGE 
7E19BEFF No damage 

MORTAL KOMBAT 

7E1D2084 Player 2 always wins Test Your Might 

7E048300 Start fighting before “Fight” 
7E196E02 Player 1 only has to win one round 

7E002C01 Player 2 starts with 1 million points 
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TTjJicture this, three of history's most.ruthless and 
Jl ambitious leaders all in one room. Now, throw in 
thelkst that all^pe^e looking towards world domina¬ 
tion with massive armies following then every com- gj 
mand. Sounds interesting, doesn't it. This winter, : 
Koei's bringing Genghis Khan, Nobunaga and Cao 
Gao together to a store near you, and it's going to be |jl 
exciting. After all, Genghis Khan is out to lead his 
sawaa Mongol hordes victoriously across Asia and Europe 
III in Genghis Khan II: Clan of the Gray Wolf; 

|1§| Nobunaga is seizing control of Japan in 
§jj Nobunaga's Ambition and Cao Cao's devising new 
SSil wavs to reunite China after fife collapse® the eg 
Second Han Dynasty in Romance of the Three |fl 

Kingdoms HI: Dragon of Destiny. The contest for jjl 
world domination is about to begin! 


Also Available for ibm Pc 
Compatibles. 

KOEI Games are available for all systems in 
retail outlets nationwide! If you can't find the 
KOEI product you are looking for, call us at 
(415|348-0500 |9am to 5pm PST], 


KOEI Corporation, 1350 Bayshore Highway, Suite 540 
Burlingame, CA 94010 
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VIEWPOINT 

Graphics, music, play mechanics, control and originality... 
everything a good game needs. 

Five important categories with a possible of ten points each. Simple, easy 
to understand breakdowns of each game reviewed. The new Viewpoint. 


New Viewpoint 
contest rules: 

To enter; rate each cate¬ 
gory (graphics, music 
etc.:) one through ten and 
write a short comment. If 
you have a mug shot of 
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PLAYER • AVAILABLE NOW 


GRAPHICS 


GRAPHICS 


GRAPHICS 


CONTROL 


ACTION • I PLAYER • AVAILABLE NOW 


CONTROL 


f MECHANICS 


PLAY MECHANICS 


IGMEG • ACTION/PUZZLE • I PLAYER • AVAILABLE 


TOCKO'S MODERN 


GRAPHICS 


CONTROL 


CONTROL 


DRAGONS -CAPCOM • IEMEG • ACTION • 2 PLAYER • AVAILABLE 


GRAPHICS 


CONTROL 


CONTROL 


CONTROL 
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BATTLECARS • NAMCO • 8MEG • ACTION • I PLAYER 


MUSIC 


'MECHANICS 


90MEG • ACTION • 2 PLAYER • AVAILABLE I 
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W hat’s the first thing you expect to see when you fire up a CD? An intro, or maybe a title screen? Or how about a 
story? Well don’t look now but what you’re looking at here is a commercial, albeit a good one it s still a commer¬ 
cial. If not for the techno I would quickly press start but the dance mix is worth a listen. Once you get to MK CD the 
game, you will quickly notice three things, more animation, the true arcade music and the true arcade voice. These three 
things greatly enhance the ‘Mortal’ experience. We’ll let you know how much they enhance it in the next issue. We received 
this CD just before press time. Let us play with it, find some codes and we’ll get back to you in about a month. -£. Sto 


















faff Somewhere between exter 

V minating Woollies and becom 

ing a TV personality, Bubsy is finding 
the time to star in his second SNES ani 
Genesis adventure: Bubsy II. As our stop 
begins, Bubsy Bobcat, his trusted sidekici 
Arnold Dillo and their young charges, th< 
pesky Bubsy Twins, are pretty excited. You see, celebrated capitalist boar 


Oinker P. Spamm, and scientific genius, Virgil Reality, have struck up a partner 
ship, since they found out that Virgil’s newest invention, the World Origination ant 
Matter Projection Unification Machine (WOMPUM) actually works! This incredible devici 
has allowed Oinker to create the ultimate amusement park- the Amazatorium; 


y i ; JL 'i U '' , ZT nas ail0wea Uinxer to create the ultimate amusement park- the Amazatorium; an amazinc 

world where guests can experience all the wonders of the real world through the miraclt 
of . simulated reality...or so it seemed. Jumping on the chance to bring home the bacon 
■ Oinker immediately hogged all the airwaves, in a piggish feat of media blitzing, tc 
announce the grand opening of his fascinating Amazatorium. In fact, the press was sc 
utterly preoccupied that other, more mundane, news was completely overshadowed. For instance, hardly anyone 
reported about the sudden disappearance of all ancient artifacts and written history about the Nile. Althouqh one 
noted archeologist was quoted as saying, “The lack of evidence indicates that nothing much was goinq on there ir 
those days. ’ To back up his statement, he produced a history book with 37 blank pages that specifically did no 
describe the civilization which clearly never occurred. Then there was that controversy over the exis 
tence of municipal airports. Why was so much money spent to build these things when air trave 
* * i was k " own to be a scientific impossibility because the Wright brothers never existed? Try explain- 

w r mg that one to a whole bunch of ticked-off airline passengers who suddenly found 

*■0^ Hi their flights canceled until the invention of the airplane. Hmmm. Something 

V9 flshy was defin 'tely going on. Still, the Bubsy Twins convinced Bubsy and .... M 
W ™ Arnold to take them to the Amazatorium, and even managed to accidentally v 
show up a day early. Of course, once there Bubsy and Arnold beqan to catch 4* 
















I junior scout bolt cutter to slice the lock and slip inside. And so, without realizing 

- # + . it, Bubsy was off on his next adventure. Tracking down the Twins is just the 

'' start. Bubsy is on the brink of an awesome discovery-the WOMPUM doesn’t 
simulate reality... it STEALS it! And, if left unchallenged, Oinker P. Spamm 
could hog all of reality for himself and then charge the world to come and see it!!! 

Can Bubsy save the day? We’ll find out in Bubsy II! Since I have only played a very 
early version of Bubsy II, I cannot go incredibly in depth, but 
what I can tell you is that the game looks extremely promis¬ 
ing and the story is obviously 
much more detailed. As this 
added depth translates into 
the actual game, look for 
things to get quite involved 
in the Amazatorium. Bubsy 

II is scheduled for a 3rd 
quarter release. We’ll keep 
you posted as the game 
progresses with updated 
screen shots and the count¬ 
less other surprises that 
Accolade has in 


Takahara 
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GENESIS • US GOLD 


I6MEG • ACTION • I PLAYER • AVAILABLE APRIL 


F inally! The Incredible Hulk has made it to 
the video game arena. Not only has he 
arrived, but he has done so in stunning 
fashion, courtesy of US Gold and Probe. The 
Action/Platform category is about to get a 
huge shot in the arm. The Incredible Hulk 
offers just about everything you could ask for; 
detailed graphics and backgrounds that are 
drawn to perfection, great animation, long lev¬ 
els, a multitude of play mechanics, good 

« control and good music. The game is 
user friendly, fun to play, and the diffi¬ 
culty is set on perfect. Hulk 
is battling the Leader, .. v 
who has decided that . 

the Earth should be 
conquered and 
ruled by a superior ^7 
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intellect such as himself. He has constructed a 
huge fortress deep within a savage forest and 
has begun building a vast army to march 
against the nations. These are the minions you 
get to grab and either squeeze to death, head 
butt, punch out and, basically, harass through¬ 
out the game. I especially enjoy grabbing a 
guy by the throat and dangling him over a 
ledge...it’s good to be the Hulk. The Leader 
has enlisted the help of four of Hulk’s arch 
rivals: Rhino, Absorbing Man, Abomination and 
Tyrannus. They ar|e the bosses you will 
encounter at levels end, so you better save 
some gamma juice because they are looking 
forward to your arrival. 

T here is much more to talk 
about such as the stunning 
fourth level, the use of 
Dr. Bruce Banner, etc., but 
I’ll save that for next 
month’s review. For now 4, 
all I can tell you is this *1x9^ * 

is a great game and 


one 

that you should buy the 
minute it arrives. See ‘ya 
next time. -Mr. Goo 
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acter due to his superior power. Our three war¬ 
riors also have a valuable sidekick, Niddler, 
whom you will become familiar with early in 
your quest. Let's say you started the level with 
Ren but you think IOZ may suit your particular 
needs better - give Niddler a call. If he's well 
fed he just may just lend you a wing. 

The graphics in PODW are excellent, featur¬ 
ing some of the best artwork and detail I have 
ever seen in a Genesis cart. The characters, ene¬ 
mies and backgrounds are all drawn very well. 
Without play mechanics even the best efforts 
can fall short and this is where SunSoft has real¬ 
ly succeeded in making this such a great game. 
There is a lot of precision jumping within each 
level, and you will find that each character 











controls perfectly with a Shinobi style double 
jump that can be performed ANYTIME, 
. ' •„ while airborne. There is also a lot of 
"I climbing, crawling, grabbing over- 
head platforms and pulling oneself 
~ up. Each character has a multitude of 
moves depending on how close you 
are to the enemy. The levels (which are full of hidden areas and sub-levels) 
are long and never the same. Each new area has a completely new look and 
J^j^yrwhich will require extensive exploring and memorization. Let's just 
■Fit never gets boring. There are no 'bad' levels in PODW as there are in 
so many other long action/adventure games. They are each impressive in 
their own way and feature a new set of obstacles, and a unique boss charac¬ 
ter who you will first talk to and then battle for the valuable treasure he (or 
it) is guarding. The music is high quality and does fit the game well, 
but isn't as 'catchy' as Streets of Rage or Sonic (i.e. you won't be hum¬ 
ming it in the shower). The sound effects are excellent. If I had to 
compare PODW with other games, I would have to say it's like a 
pirates' version of Castlevania or Actraiser, with a little Shinobi 
thrown in. That's good company to be in and SunSoft has earned it 
with this one. You can tell that the game testers and designers spent 
countless hours perfecting this game to get it just the way they want¬ 
ed it. I highly recommend The Pirates of Dark Water and look for¬ 
ward to a sequel if they choose to make one. yE Storm 















|k£j j It seems almost all 

OLf' 'wd|9A / nLt of the awesome clas- IjjHB 
O/WnDt/' mm sic Looney Toons H 

im^r- Jp characters have their H 

'§ A own game (except for M 

f j /.jay Jk \ Peppy Lapew... too H 

^3 stinky). Now everyone’s H 
A Ifl favorite cat and bird, H 

^ v Sylvester and Tweety, are mak- 
ing their way to the Genesis courtesy of 
TecMagik. We all know the story, Sylvester is always 
\ trying to eat the seemingly harmless and lovable little 
3 Tweety, but Tweety has one big advantage... a brain. The object is simple. 

you control Sylvester through six different scenarios, chasing after Tweety 
while trying to avoid Granny, the huge bulldog, electrical wires and count¬ 


less other traps and pitfalls right out of a Looney Toons cartoon.... The 
challenge lies in the many wicked jumps that Sylvester must make while 
negotiating each level. Everything from walls to train cars to telephone 
v poles stand in your way. Sylvester has his work cut out for him if he is | 
I to dine on the scrumptious yellow snack. Stacking objects also pre¬ 
sents a challenge and is another unique feature in the game. The sound 


HRrl^^r in Sylvester &. Tweety is Trademark Looney Toons all the way with a catchy 
soundtrack and cool voice samples like “I tawt I taw a puddy tat” and “Hello 
Breakfast”. In the graphics category Sylvester & Tweety delivers with visuals 
that will bring you back to those 7:00 A.M. cereal and TV sessions that we all < 
know and love (those were the good old days huh!). To find out more about A 
Sylvester & Tweety tune in next month for our full review. -Joe D _ M I 
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I n the town of Lorath, Prince Sandor and Princess Elin are about to take their vows, when the 
town falls under a viscous attack by the Danek, a huge armada of iron giants armed with 
cannons and very destructive fire weapons. In the aftermath. Prince Sandor awakes only to 
find that his bride to be has been taken, and mother and father have been killed. The Prince is 
devastated and vows to take revenge on the Danek. One of the elders tells Sandor that in the 
past, the Monarchy sought out the wise old sage, Otto, for advice and guidance. Otto tells 
Sandor that no bow, sword, or magic can match the awesome destructive weaponry of the 
Danek. There is only one thing that may defeat the insane war making army, the Legendary 
Armor, which was thought to be a myth. This awesome power which almost destroyed an entire 
world, had to be sealed by five magicians because it was too dangerous. Now, the only way to unlock the 
source of the Legendary Armor's power is to find the five orbs hidden by the magicians. Vay is Working 
an from the Mega to the Sega CD and as they did with Lunar they are doing another fantastic translation, 
were stiff there is now animation and the story has been translated with all the drama intact. A good import RPG 
a great US RPG. Vay is similar to the Phantasy Star series in structure, has a good story and a very user friendly interface, 
it is also very impressive. Basically, your gonna' have fun! Look for a full review next month. - Joe D 



COMMANDER: 

Prince Sandor drove 
away the marauders: 
ALL BAIL THE PRINCE! 





























































AVAILABLE APRIL • I PLAYER • ACTION/PUZZLE • 8MEG • SEGA • GENESIS 
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:ore, the cham- 
>ion coders from 
he land of Kings 
md Queens are 
working even more 
nagic with the Sega 
:D, doing things, 
veil, that it can’t do, 
ike texture mapping 
md scaling huge sprites 
vhile entertaining perfect 
:ontrol, CD sound, and no 
oading. Basically kicking butt 
*vith hardware that continues to 
aerplex piles of programmers. 

These guys are the best, and this 
game is going to be awesome. Even 
though this version is only about 
80% complete, you can see the bril¬ 
liance shining through. With all 64 colors 
on screen you get to enjoy a 3D shooter of 
coin-op quality with great control, excellent 
music and diverse, interesting levels, including 
“off the tracks” and underwater sequences. Soul Star 
should be ready to go within weeks of when you read 
this so 

Soul 
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corps, 

lecha- 


nized masterpiece, it has 
gone through some major 
changes, all for the better 
of course. It has now gone 
from a game we really 
liked to a game we really, 
really like alot! First and 
foremost the control, 
which was too complex, is 
now straight forward and 
perfect, and the landscdSB 


id smoother. Th< 
i Battlecorp^^ 
Multiple^^B 


ground attack! fjp 
angle. You nS 
take aim, chd! 
weapon and th! 


Although this is thi 
Thunderstrike enj 
seems like it has i 
gone some major im| 
ments, if you can t 
it. Particulars on th< 


Chuck Raj 


















IE5I5 • TAKARA • 24MEG • FIGHTING • 2 PLAYER • AVAILABLE MAY 


O ne of the best Neo-Geo fighting games, Fatal Fury 2, is now on its way to the gene¬ 
sis (I hope it takes the bullet train). Takara has a history of programming solid trans¬ 
lations of Neo-Geo arcade games onto thel 6-bit Sega and Nintendo home consoles. 
This 24-meg Genesis version of Fatal Fury 2 could be their greatest achievement yet. As a 
rule, I don't like to go into detail in a preview (I prefer to do that when I review it) but there 
are some important things you should know about this game. First of all, the play control 
is absolutely amazing. The coin-op game had great control and Takara’s SNES ver- 
k „ ■ y, sion of FF2 wasn’t too shabby either, but the Genesis version approaches the 
M ’ stunning Fatal Fury Special arcade game in the areas of playability and raw 
| • fun. I like the graphics better on the Sega version and the sound effects and 

‘Mr^ music are the best Takara has achieved on the Genesis to date. The battle 
mode in FF2 is similar to the one found in the Genesis version of Street 
Fighter 2. You can choose to play any of the 12 characters (no boss code 
if* required). Although you may feel that you've had enough of the Fatal Fury 2 (and 
SF2) games to last a couple of lifetimes, if you’re like me, once you pick up this game 
‘4 you may not want to put the controller down. -K.LEE 
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fight for the finish. Like Road Rash, Skitchin is full of rival 
punks that want turn your elbows to stew, as you try and try 
again to latch onto a car and use it to send you zinging for¬ 
ward to latch onto another, (and hopefully pass a couple of 
guys along the way). There are also ramps to launch from for 
some extra bonus cash. Earning money is important in 
Skitchin because cheap wheels and pads don't hold up for 
long, and if the road doesn't get you the police will. If you 
can't pay the bail, it's game over. With the nineties came the 
whole grunge thing with bands like Pearl Jam and Nirvana, 
and Skitchin is a product of this era. Not only does the game 
have that look, but it has that sound as well. With heavy metal 
tunes like, "Smells Like Tuna" or "Tastes Like Chicken", 
mom may not like it, but it definitely rocks. This is the best 
music that has ever come out of an EA game. The 
control in Skitchin is very good but there is a major 
learning curve. Mastering how to latch onto a fast 
moving car without getting pummeled, or pull off a gf 

triple in the air, takes a while. Once you get the hang ^7| $ 

of it this game becomes pure fun, at least double that L 
of Road Rash. Graphically, Skitchin delivers even 
smoother scaling than Road Rash and has the same great 1 
detail and artwork that helped make EA's road rampage racer 1 
such a hit. Put all of this together and you have another great 1 
game from EA for the Genesis, the 16 bit system that just F 
keeps going and going and going... - Takahara 
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i trademark of GAME ARTS. Licensed from GAME 
i dealer near you, call (916) 243-3417 ext.190. 


SEGA AND SEGA CD ARE TRADEMARKS OF SEGA ENTERPRISES, LTD. Game (C) 1992 Game Art: 
ARTS by WORKING DESIGNS, 18135 Clear Creek Road, Redding, CA 96001. This game produced 





















[Mow that Panorama Cotton is being looked at by SunSoft for a 
possible U.5. release, we thought we’d bring you another look 
at the ultimate in 16 bit 3D gaming. This amazing 16 meg car¬ 
tridge offers smooth scaling, awesome color cycling, great hi¬ 
res graphics and an awesome soundtrack. Everything, from the 
sub divided levels, to the various power ups, to the unique 
bosses, is done to perfection. Panorama Cotton is still on the 

1 date has not been officially 

announced here, so you’ll have 
to stay tuned ter more info an 
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E Storm's 

Import Update 

MEGA DRIVE_ 


This month we’ve got more of 
the same plus some new stuff 
that looks very promising. 
Although the Saturn is looming 
large in the minds of many, 16 
bit is far from extinct. The 
newest hero in the Sega stable 
is SPARK. Spark (by Game 
Freak for Sega) is on a mission 
to exterminate the secret orga¬ 
nization, GG. His attacks, like 
the Spark Sword and Spark 
Morph are done by manipulat¬ 
ing electricity. The game is 16 
meg and has an early April 
release date (in Japan). There’s 
no word yet on whether Spark 
will make it over here (but you 
can bet that he will). With Sonic 
aging a bit, this may be just 
what the doctor ordered. No 
offense Sonic, I still think 
you’re awesome. Just lose the 
sidekicks. 

Five of the games pictured 
here, Bare Knuckle 3 (24 meg 


Bare Knuckle 3 































Monster World IV 


Spark 
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It’s been a year and a half since 
“Lunar the Silver Star”, The now 
classic RPG that won hearts and 
minds of RPG players all over the 
world, was introduced in Japan. Now, 
Game Arts is back to awaken the 
Mega-CD market once again with the 
same staff working on an all new, 
even better sequel, Eternal Blue. 

The world of Lunar 2 takes place a 
few generations after Lunar and now 
a Magic Civilization has evolved. The 
Adventure of Lunar has become a 
legend as we embark on the story of 
a whole new adventure...Lunar 2. 

The Game structure, direction, 
graphics, and many more aspects 
have been vastly improved. The Main 
characters are “Hiro” and his pet 
pink cat , “Ruby”, the magician 
Remina, the fighter Ronfar, and the 
game’s new heroine, ‘Rucia’. 

The Al system has undergone tweak¬ 
ing as well. This time, you’ll need 
more strategy, during the new, and 
now more animated fighting scenes. 
Because Lunar 2 is so involved it will 
be tough to port to the Sega CD, but 
if anyone can do it Working Designs 
can. Whether they will get the chance 
or not remains unknown at this time. 
Stay tuned. - E. Storm 



































“A Hero For 
The Nineties” 



Egg-splore five way out 
worlds and warp space! 


Alfred Chicken™ is the hottest new game 
to hit your video game system! Get ready for 
non-stop egg-citement with Alfred Chicken, 
the hero of the 90’s! 

You’ll face uncertain danger as you guide Alfred 
along his menacing journey to rescue his kid¬ 
napped egg buddies from the evil Meka Chickens 
and thwart their plot for World Domination. 


Fight your way through some of the most bizarre worlds imaginable, 
lake mincemeat out of Meka Chickens, and dodge their deadly traps. 


fl .. 0 ..light. Copyright <L . . 

i registered trademark of Twilight. Mindscape and i 



You’ve played those other heroes, now try some¬ 
thing with some real challenge! If you’re looking 
for non-stop excitement and thrills-a-plenty, look 
no further ‘cause Alfred Chicken is here! 


rO l-800-234-3088 

For an Alfred message call 

1-800-ALFREDC 






btibtibLLU 


SNGS • TAKARA • 24MGG • FIGHTING • 2 PLAYGR • AVAILABLG MAY 


i r\ r 

rr rv.tr n 


S 8 UHUS 


IPLftVE^OftTAl 

^'V^ANZOLU 


I NJftIWARR 
I OR 


A^^Welcome to the wonderful world of video 3aA4^MltaiRes even the seeming- 
^ ly impossible can happen. Take Takara's World Heroes 2 for the INIS or example, 

:5i Now, all manner of reasonable thinkiag-would support the notion that shrinking a 146 
f megabit arcade into a 24 megabit .SNES/SFC_game is a total impossibility right’. Well, IS 
£ # before we*go into 1 any assumption shifts tafeeverything into consideration shathwe? 4’ 
’* r [ First of al It, you-must takeTakara-into.consideration. Not only does this cpmpany-excel^ ' 
Ik I m transferring^ look and sound of Wreoin-ofTNEQ-GEO onto the SNES/Q^rfeTis but f 
its feel alsor-*tWw I know that memory TWs*|iht-t I e twa© with feei^f a^gamerbu^its Jtill *1 
an Important (and often overlooked) aspect of game design. From what l could discern * 
from our unfinished preview EPRCfffi, Takara has the play control down pat. All the characters havfC 
smooth, fluid flow to them and, the gana^baiance is indeed, very close to the arcade. The sound, 
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music and voice are impressive, but its the sraphics that take the starring role, 
can.’t say thataits pixel for 

,ds 

lood taste 


perfect, but what I can say is this. From the -f V **—*, 
" e cinema screens between rounds to the 

of the area’ll e^perienl^ Eve# • 


bright colorful backgro 
d^ile<f%HSracms; t#H2 _ 

«*§ in the areas of character animation and game presentation WH2 excels con- “ 

^T^vincingly. You get all 14 characters, all the different backgrounds, all the > 

“ a# matches, ffh’the moves. ?#P§tt.World Heroes«!p&ri the SNES, _ » 

* and not a teMjie at that. Although this version of WH2 is way earlyacud—N ' 
this is ju!fa preview, I think its safe to say that this is one game to keep - * 

an e ve gut fortyssSiurn mer. - K.LEE 
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O ne of the most eagerly anticipated games of the decade is almost 
here. Super Metroid. Ever since the first whisper of the Super Famicoir 
back in 1 989,1 have been thinking about it, and now finally, it is here 
Those of you who played the original NES game will no doubt remembei 
those long hours you spent searching the catacombs, as you journeyed 
through what seemed like the ultimate game back in those 8 bit days. I 
hoped that when a SNES version came out it would stick closely to the origi¬ 
nal and provide the same magic feeling and believe me it does. As soon as I 
started playing it at the WCES I knew that it would surpass Castlevania 4 as 
my all time favorite SNES game. Super Metroid mixes superb graphics and 
music together with the 

greatest play mechanics and — — — — 

control that I have ever felt fU P 3 (R QSfeN 

on the SNES. It provides an .ss ss. tl 

almost magical feeling if you : V V 

are a serious gamer. Next V . ~ % V/fe 

month, we will be bringing ,j» ' ' 7 \ 

you a massive review on 

Super Metroid. The shots ~ k * ^ / * \ 

you see here don’t even : \ -v^k^r* 

begin to do it justice, but §Jp] • . I 

it’s all we could get our mi 

hands on to bring you a pre- i i A l i \ 

view. I’ll sec you next month %-*■ -:i f 

with a review of the ultimate ' ‘ ^ ~ 

SNES game. } 

-Mr. 00 V V 







Ariba!!! Speedy Gonzales is on his way to the SNES compli¬ 
ments of Sunsoft. After seeing this 16-meg flyer at 
the CES, we wanted to give our readers another look 
at this game priagto what is sure to be some stellar GF 
Featuring Sonic like speed and animations 
seemingly directly from the classic Warner Bros, cartoons, 
Speedy Gonzales is one game that’s not to be missed. Due 
out this summer, Speedy Gonzales looks to be another great 
Sunsoft hit. We’ll have mucho more, very $0&n. - K. Lee 

i * - 
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Aero the Acro-Bat’s arch rival, Zero, has 9 

landed a starring role in a Solo adventure 
by Sunsoft, entitled, “ Zero the Kamikaze 
Squirrel”. This impressive looking 16 meg 
action game is due out for both the SNES 

and Genesis this October. One of the most impressive aspects of this 
game has got to be the characters themselves. They are built using 
wire frames and then “texture mapped”! This results in three-dimen¬ 
sional polygon looking characters that can be rotated 360 degrees 
and still be fully animated. Don’t you just love technology? Look for 
Zero to show up again within the pages of Game Fan in the very near 
future. I wonder if Aero is jealous? - K. Lee 


AVAILABLE JUNE • I PLAYER • ACTION • I6MEG • SUNSOFT • SNES 





SunSoft’s “The Death and Life of Superman”, one of the most eagerly awaited 
games of the year, is coming to the SNES this June. One of the most intrigu¬ 
ing features about this game is its close ties to the DC comics popular 
“Doomsday” and “Reign of the Supermen” comic book series. The game close¬ 
ly follows the stories of these comic books and it eventually ends with the 
revealing of Superman. Besides the awesome play mechanics, this game fea¬ 
tures some of the best graphics we’ve seen in some time on the SNES along 
with the brilliant art work right out of the Marvel comics. Look for more on 
Superman next month. - K. Lee 
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SNGS • CAPCOM • 24MEG • WRESTLING • 1-4 PLAYER • AVAILABLE MAY 
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received tnese slides of the game just before we went to press). What I can say is th 
Capcom s reputation for doing a knockout job with their biggest titles, (i.e.: Super Ghouls 
Ghosts, Street Fighter 2), is anything to rely on, then Saturday Night Slam Masters, (along 
S uper Stre et Fighter 2), should be a monster hit this summer. -K.Lee 





















































Accolade is bringing Speed Racer, the popular ani¬ 
mated cartoon, home to the SNES. This 16 meg rac¬ 
ing/side-scrolling action game takes you across the 
globe on an international motor racing tour that will 
(hopefully) bring world wide fame to our teenage 
hero. Speed Racer. Its up to Speed, his brother 
Spridle, girlfriend Trixie, and the rest of the GO 
team to battle evil along the way. The game consists 
of 12 levels. In the racing levels, you'll compete in 
seven grueling courses that span across three conti- 
nents. You get to drive the Mach 5 in a 
behind the car, 3D perspective that puts 
you' in a battle against the clock along 
with the classic Speed Racer villains in 
V i their vehicles. v After you've completed 
|' X \ the game as Speed Racer, you can go 
\ / ;D \ through a second time as the mysterU 


AVAILABLE MAY • I PLAYER • RACING • I6MEG • ACCOLADE • SNES 













































ACTION 


AILAoLc Ar’KIL 


“ 1 


jm* m 

la 

mMi^* " ^ J 


Ir : ^/| 


*C 

fjp z$ 





































• VI ALUM NtW IVIcUli 


A* i l- fcv ,k.--v- v_w-V- ;, Viacom New Media has officially entered the 

g d j4 'JfeS** dr te 03 t arena as a strong new developer of both SNES and 
m 1 if"/ f" Genesis software. After spending a couple of days 

S f with Rocko & Spunky in “Spunky’s Dangerous Day” 

*;* * I can hardly wait for their next game. With the 

® ? y j , t „ g rights to Beavis and Butthead (coming to your 

1 I Genesis this fall) and both MTV and Nickelodeon’s 

ft a t t hit shows I’m glad that they are producing quality 

l • t , £ games right out of the chute. If you haven’t seen 

* K' f 1 Rocko’s Modern Life on Nick, buy yourself a cable 

f f r-w r Wja mmmm* guide and look it up. I hear Ren & Stimpy are pret- 
ty worried. In this ultra cool Aussie toon Rocko, a 
Wallaby from Australia, and his best friend, Spunky, a little dog that looks like a cross 
between a Chihuahua and a Beagle, must deal with the ups and downs of everyday modern 

,lfe . ,ike the neighbors, you’ll see. Spunky’s Dangerous Day is an interactive action 

game, but don’t let the word "interactive” scare you. I’m here to assure you that 
as soon as you pick up the controller, you’ll be hooked. You control Rocko (a M 

cute but deranged looking little mate) and you must guide Spunky safely 
through the many predicaments that lie in his path, ultimately leading him to 
the golden fire hydrant (for a bit of a pee 

There are four main levels, with JT ^_ * f * ”f 

s, ~ _ four sub-levels in each. In the f , f 

\ _ sJlL^ first level, Spunky loses his 9 

j|A Frisbee on the beach and 1 

goes wandering aimlessly I ' IS' 

v to find '*♦ R ocko must 1 
nil activate rafts to take him 

























safely across water, push umbrellas over, jump on 
lawn chairs to catapult Spunky up onto the board¬ 
walk and, jump on a pulley system to get Spunky 
onto the platforms that are above. Rocko must do 
this while trying to avoid crabs, sea gulls and some 
huge bulldog that thinks Spunky is a bowl of 
Kibbles and Bits. Other levels feature such glam¬ 
orous locations as junkyards, one of the neigh¬ 
bor’s back yards, and a Laundromat where nasty 
and wacky contraptions abound. 


enemies .. 

Graphically, Spunky’s Dangerous Day is excel- 
lent with bright colors, great artwork, good anima¬ 
tion and nice multi-scrolling backgrounds. The play control is good once you get the hang 
of it, with good button response and descent jump control. Rocko seems to float a bit at 
first, but after a couple of walks on the beach you should have no problem. There are also 
some really cool animation sequences with great digitized speech (Australian, of course) 
that show just how the little mutt gets himself into trouble. You can also pause and scale 
the map at any time (a beauty way to plan your strategy!). You won’t beat the game in a 
day and you’ll never get bored. I think that two promising things have been accomplished 
with this game: 1)You get a great translation of a cool 
Nicktoon, complete with great play mechanics 
5 * and unique gameplay, and 2)We know that 

£ * Viacom New Media is dedicated to mak- a 

i -►* M S ing good games. I look forward to 

% * many more in the future. 

* " i -JOE D. ^ ^ 














, , 


- - i m m - ---- - v-f ■ 

® ° BALANCE it. l)a device far weighing: scale. 2) •»...- > .j 

" ** Equilibrium.. 3) A force or influence that tends J|3 « ,'W ' 

fo produce equilibrium. In the notoriously fickle 
video game industry, the word balance is seldom used to ^ji * 
describe its overall state. Far from child's play, our 
multibillion dollar gaming industry is a place where 

only the strong survive. The ability to act and react quickly to current gaming trends 
is one of the main strengths of our major software and hardware manufacturers. At 
the '93 WCES, there was a major push for one on one fighting games and, at the June 
SCES, every company seemed to have a side scrolling action game in development. 
The '94 WCES, however, was different. Every software company seemed to have 
something for everybody (even some RPGs) and Capcom (being one of the larger 
game companies) showed a wide range of products. 

Since balance is the new buzzword in the industry, and since the side scrolling 
action/fighting game is one of the more balanced types of games (now ya got yer 2 
player mode, yer story, yer fightin', yer jumpin', yer magic) etc. Capcom has high 
hopes for both Knights of the round and King of Dragons (these two games did 
well in the arcades). In the SNES King of Dragons, you will traverse a medieval 
kingdom in the hope of finding and defeating the mythical King of dragons and his 
legion of monsters, who have been terrorizing the land. If you 
succeed, this once peaceful land will again grow anew....fail, ^ 
and you and your 

\ dt M buddies will become 

- paladin pate for the - 

V f ^ ‘ - v monsieur dragon's 

« cracker dip. In this 
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:hoose from that gives this game its gloss. Not only are they drawn and animated 
ust like they were in the arcade game (or at least very close), each character requires 
l different style of play and game strategy in order to be successful. This adds a wel- 
:ome bit of diversity to KOD. Your choices are: 1) Fighter-he's strongest in hand to 
rand combat and has good defenses, but, has a short attack range and weak magic. 

I) Elf-a quick moving archer that prefers to attack from long range (naturally), has a 
decent level of magic, but also suffers from poor hand to hand abilities and defens¬ 
es; 3) Cleric-he's the most well rounded of the heroes, though a little slow moving he 
does major damage, has good magic powers and is excellent at defending himself; 4) 
Wizard-also well balanced (there's that word again), and l recommend that you use 
hint with the cleric because he has a projectile plus better magic; and 5) Dwarf- a 
tough little thug that doesn't have much speed or range, but takes punishment well 
and has some serious hang time while jumping. 

The only fly in the ointment is some slowdown and flick when there 
is an abundance of stuff on screen. In closing I would say KOD is 

very true to the arcade in feeling and execution He Jm 
. and, is a good title to showcase Capcom as one of V- / t 

, tr the more balanced software companies. | / t 










;ara is set to release King of the Monsters 2 for the SNES and as usual, they 
halve done a great job of bringing the feeling of tlfe NEO-GEO arcade game 4 
home. Personally, I was a great fan of the coin-op King of the Monsters 2, f 
> so I am obviously pleased that a home version is on its way. The thing “ 
; that I like so much about King of the Monsters"2 is its humor and per- 
sonality. Who wouldn’t like to see insane stuff like ripping a chunk 
of bloody flesh out of an alien with your bare teeth or throwing | 
him up in the air and letting him land on the spikes on your 

back...way cool. Takara has done as good a job as * 
MMjm the white shirts at Nintendo would allow them ' 
in the area of carna se( remember, we can’t 
. * Set too gory now boys and girls). The vs. mode 
and the 1-2 player story mode were left intadt 
^ and tlie mus ' c and Sophies are very imprfs- 

vJ % % sive - If you were a fan of the arcade game 

and you own ai SNES / You w °n’t ha*fto * 
t, 4 wait long, King of the Monsters %1§I 

1 be available this spring. gJf - sS 


































Have you ever wondered what a racing game, like F-Zero, would be like 
if you could blow up the other cars on the track? Well now, thanks to 
Namco, you can do just that. Battlecars is another great SNES racer. BC 
uses an engine similar to F-Zero’s and plays kind of like a really fast 
Mario Kart. In this fast paced, futuristic racing game, you first go 
through a practice lap and then (depending on how fast you go and how 
many cars you blow up), you earn money to buy upgrades for your car. 
The cars themselves range from the Mad Max type to contraptions that 
look like something out of Hellraiser. In the actual race it’s you against 
another crazed driver whom always seems to be just a little faster. If 
you’re a good enough shot, you can annihilate him and take the lead, 
but watch out...he’ll be back! In the graphics deptartment Battlecars 
uses the trademark rotation and layered scrolling for which the SNES is 
famous. As for play control, those of you 
who have already mastered F-Zero and 
Mario Kart will feel right at home with 
Battlecars, as the control is very similar, i _ 

With this game, Namco adds another great £ 


3L 


game to a category that is still begging for 


more. - Joe D 
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One of the most successful and populai 
characters in the ever expanding world o 
video games is Capcom’s Mega Mar 
(known in Japan as Rockman). From the 8 
bit NES to Nintendo’s portable Game Boy 
system, Mega Man has earned himself a 
place in video game history with more and 
more fans joining the bandwagon each 
year. Content with his achievements in the 
8-bit land, Capcom is letting Mega Man loose on the more advanced 16-bit systems, first with Mega Man X and 
now Mega Man’s Soccer. One thing all MM games have in common is a feeling of fun every time you pick up 




the controller and Mega Man’s Soccer is no exception. To pass the ball, press the “Y” button (if the ball is in 












he air, this button will make it bounce off your head). MMS combines the ease of play and instinctive control 
]f the older Mega Man games with the competitive feeling you can only get in a sports game. With the “B” but- 
bn, you can either shoot the ball if you’re on offense or do the classic Mega Man slide on defense (if you hold 
‘own the “L” or “R” buttons while shooting with the “B” button, you get to execute a special shot, but only a 
fertain amount during the game). The “A” button is the clear button, which allows you to kick the 
•all high into the air on offense or to execute a hockey style body-check into your opponent. 
here are 12 different play fields to choose from and the graphics are colorful and drawn in r m , 
ireat detail. If you were disappointed about Mega Man’s new look in MMX (I wasn’t), then you’ll (L I 
ie happy to know that all the characters in this game are drawn in that classic 8-bit Mega Man A 
ityle. The quality of the music and sound effects, plus the overall game presentation, have that ‘"Np' 
jreat Capcom feel to them, which is only to be expected. Put all of this together, and you get a 
jreat game that may become a link between the sports game enthusiast and the action game f 
anatics, and you can’t go wrong with that. - K.Lee 






















> ~«dl Another one of those great toons from yes¬ 
teryear has arrived on planet SNES, Taito's ‘The 
Jetsons’. Here’s one more in a long line of cartoon 
titles that are becoming increasingly popular on 
the 16 bit formats. One morning as George is on 
his way to work, he is interrupted by Captain 
Zoom, who has been out defending the universe 
from Zora and her clan of space pirates. Zoom has 
come to request the help of our space age hero, V, 
George, because his powers have been drained by 
Zora. She is on her way to Earth to suck dry all the 
resources the planet has to offer. Her planet has 
been obliterated by her destructive way of life. 
Captain Zoom has entrusted George with the 
almighty Pneumo Osmatic Precipitator, (or big 
gnarly vacuum cleaner as I like to call it), and now 
the action begins. 

The Jetsons is not your typical SNES side 
scrolling action game, it has some unique charac¬ 
teristics that make it quite different. For instance, 

I don’t know who thought up a vacuum cleaner for 
the main weapon but it’s a cool twist. As soon as 
you master the sucking capabilities of the old 
Hoover power machine, you’ll have George zippin’ ci 
through the levels. The graphics and sound are % 
pretty much what you’d expect on a SNES action 
title. There’s lots of color, some nice rotation and 
mode 7 effects and, catchy Jetson tunes accom¬ 
pany you throughout the game. The overall playa¬ 
bility is good. George is animated well and easy 
to control. One thing I would have liked to see 
was a choice of characters to play, like Judy 
going, "Wow, like way mega intergalactic man" or 













































F or those of you that nal Spectre is so cool is 
don’t own a Mac or because you can link-up 
IBM computer, and play head to head with 

Spectre is a smooth poly- up to ten other players 
gon tank simulation (set in (if you’re on a network), 
the future) that computer Although the SNES ver- 
gamers have been enjoy- sion makes a brave 
ing for some time, attempt at a two player 
Gametek is bringing out game with a split-screen 
this popular computer option, it just doesn’t pack 
game on the SNES. the punch of the original. 
Unfortunately, this version In this version, you are lim- 
doesn’t quite live up to the ited to a cockpit view, 
standards set by While both PC ver- 

the PC and Mac sions feature multi¬ 
versions. Spectre pie viewpoints, 

has a great con- Don’t get me 

cept. You are sent into a wrong, I’m not total- 

Tron-like atmosphere and ly bagging this version. If 
must collect ail the yellow you’ve never played the 
flags within each area, original, you may find a 
While trying to do this, you new style of game that you 
are confronted by numer- really like. I’m all for some- 
ous other tanks, land thing new, especially if its 
mines and large obstacles, challenging and Spectre 
which become more dense definitely is. It’s just that it 
and deadly as you advance could have been so much 
through each level. One of better, 
the main reasons the origi- -JOE D 










Romulans and other Non Fee 
Beings. You also have total 
of all the ship's functions, lil 


what I had in mind for one of the 
most popular sci-fi shows in histo¬ 
ry. If you're looking for a game that 
offers an extensive challenge and a 
well coreographed Trecky tale, you 
should be dancing in the streets. 
But if you like a little Graphic magic 
in your strategy bag, then you may 
want to slow dance with this one 
- Joe D 
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-■ games, Konami software, and a third Street if 1 * 

| B xrjd hah "35&J I ^L er ’ each da V cree P s b V slower than the : ' f— 

> '• K ;! SNES Equinox’s gestation period. At the •: i m g v 

? ; v - : — Winter CES last January, Capcom had more 'L- _ _ 

"■*’ ‘ " i new software for the SNES than ever, and * •^- v -s- v i-- 

^n 0 rn e pr 0 L t Hl:, Way ''c; thiS t !? a u? K ' LE !/ ery ha PP y - Kin 9 of Dragons and Slam Masters were around the 
u » I S -P Street Fl 9 hter was due °ut mid-year (joy!). Plenty of cool titles are due out in the 2nd 
half of 94 and over 20 games are in development. Right about the time I was feeling contentment 

about all those games, in came a 100% complete copy of Knights of the Round for the SNES To say * •* 

this game came out of nowhere is a gross understatement. No rumors from Japan, no dancinq 

medieval maidens at the Capcom party in Vegas and, absolutely no screen shots at all in Capcom’s 

CES press kit. If this is a new trend, I like it. Knights of the Round is so similar in format, concept and 

luthf IP Km p ?/,- Drag S ns t0 ° ls a translation of a 1991 Capcom arcade game) it makes their side by side release 

all the more baffling. To go much further into detail over this game would be a bit premature, considering that this 

!? ? P r ® v ' ew - not a •; evie i 'f'- M y Initial impression is that this game is at least as good as Final Fight 2 and better 

than King of Dragons. We will get more in depth next month in a full blown review -K.LEE 
















WHILE SUPPLIES LAST 

Be the first to toe a cool Fataffury fighting huddyi Croat for your t 
\ room oriocker, you'll haiife tons of fun shounng him to friends PLUS 

' you'll get a FREE Membership in the fakara Masters Uideo Club. So hurry - put to 
,29c stamps on a self-addressed enuelope and send it to fakara. Dept.FF2.230 Fifth 
flue.. Suite 1201-6. Neuu fork. NY 10001. The fakara Game Master mill select a great 4 
fighter and send him f yoighouseunthm 2 4 uieeks. 

.. . SUPlUNh 
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What will in all likelihood become RPG of the year, and perhaps the 
decade, is closing fast with an April 2nd release date for Japan and 
October 1st for the U.S. Final Fantasy 6, (3 in America) will be the first 
SNES game to use 256 colors on screen and, you can bet the story will 
bring tears to your eyes. The Final Fantasy series is known for it's high 
drama. The detail in the graphics and the amazing symphonic soundtrack 
are said to be unparalleled in 16 bit gaming. Look for upcoming import 
updates to be followed by our incredible U.S. coverage. When this one 
comes out they ought to call a national holiday. - E Storm 
















































©1-900-28-TAITO 


NtNIAWATRliSOS 

T/iiTO 


Three androids built for power and programmed to 
conquer. Each armed with diamond sharp steel, they 
turn their bodies into raging 
cyclones-leaping, kicking, and slashing 
through wave after wave of enemies. More 
than human, more than machine--they are 
)o^ofam1r^ca'^nc^^®T9/i^mntendo' 1 ofAmerica iNc, the last Ninja Warriors! 


THE ONLY GAME IN TOWN. 


TAITO AMERICA CORPORATION 

390 Holbrook Drive - Wheeling, IL 60090 













It's the burn ling question that Is on eveiry garners 
mind; what Is Atari up to? The Jaguar merely trick¬ 
led out and, since the WCES. all has been quiet rim 
the /Atari camp.. Recently, we traveled to Atari's 
CA office to get the latest scoop on the first, next 
generation video game console,. First let's talk 
about the roll-out,. What Atari does not want to do 
is rush out a bunch off sub-standard softwarelm an 
effort to sell systems. They would rather perfect 
what is on the table and launch the Jag nation¬ 
wide with am impressive fine up of sufficiently 
tweaked, quality 64-bit titles,. For that reason, 
Jaguars may ibe hard to come by until 
around June, when a full! scale national 
roll-out is planned,. By that time. 
Wolfenstein 3D, Doom, Checkered Flag. ^ 

Tiny Toons, IKasumi Ninja, Club Drive, v 

Hard Ball 3. Flashback and a host of ( 

third party games should be available,. V „ , 

Alien Vs,. Predator, Wolfenstein 3D ; 

and Tempest should be available, 
or very close, by the time you read 
this. The CD. along with Battlemorph. 
could be available by as early as July. 

Ocean is also developing and current- 


MlUtUt 




HOME SWEET HOME 


ly working on Shadow for the Jag CD. Over 
150 development systems have been shipped 
and Atari plains to have fifty titles out by the 
end of the year. The latest third party news is 
the possible signing of Bally Midway, Details 
are sketchy, but we ll keep you posted on 
that one. Tradewest has signed on and 
has announced Double Dragon 5 and 
Troy Aikman Football. Both games 
^ have started programming and 

should be available later this year. 
I ReadySoft has also signed and is 

. ' v working on Dragon's Lair 2 for 

the CD. Back on the home 
front, the first RIPC for the Jag 
has begun development, 
Legions of the Undead (work¬ 
ing title). In this 3D, texture 
mapped adventure, one goal is 
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to slaughter blood hungry zombies. Look for 
lots of blood and guts in this one. Developers 
are finding the hardware very easy to deal 
with. Believe it or not, Wolfenstein 3D was 
ported over from the PC over one weekend! 
Now, Atari is going over the game, cleaning it 
up. They are more than doubling the resolu¬ 
tion. When they are finished, you can expect 
the cleanest looking and, by far, the fastest 
version of W3D ever. In fact, after they got 
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done porting it over, it was running at sixty 
frames a second! They had to slow it down! 
The programmers we talked to have devel¬ 
oped over 150 tools to work with. I won’t 
even get into the whole “tools” thing. To me, 
tools are hammers, channel locks and screw¬ 
drivers. These guys talk about modules and 
stuff. Whateva, just make games! What we 

« saw of Doom, after only 7 weeks of 
development, was very impressive. 

This will be the first 24 meg game 
and should be out by July...awe¬ 
some. Doom is one of the coolest 
games I have ever seen. We got to ^ , 
play Club Drive while we were M / 
there, but we’re not allowed to 
show it until next issue-this game 
is a blast! And last, but not least, | i 
Alien Vs. Predator is freakin’ awe- 
IWSttl some. I still cannot believe this is | WWjjJ 
l! ,l| a 16 meg cartridge, first generation ( 4 If 
jj |] 4 game. We have a big Rebellion - * j 
i V■ interview (the co. that is doing AVP V 
0} and Checkered Flag) coming your 
" A way next issue. In closing, I would ^ 
like to say that our visit to Atari ft ^ 
___ was a very positive experience. 

_ Everyone there is excited and 












|C l |eAr. l Y, SoniETHinG H A S St A RjL ED PlR: C©w, 


AnD It Ain’t A Pa*iv o f C©Ld H A n D s 



Y°U GOT A VILLAGE. 

Farirs. FIuts. KniGHTs. People to 


Hi boss arouhd. Ahd a cow. 



LiFE is good. But theii you get these visiTORS. 

They’re Fat. They drool, burp, aiid sirell LiKE ah 
outhouse. They coire in hordes, EATinG your 3d 
texture-irapped HUTS, TREES, WODlEn, CHiLDREn, AnD 
WORST OF ALL, YOUR COW. You TRY TO TRASH THEIR 

WiTH YOUR SWORD, BUT iT Ain’T EAS"! 
A n D THEiR GUTS GET ALL OVER YOI 
->/ ' LiFE STARTS TQ SUCK. You’ve irei 

"The FIorde”, iry FRiEnD. An ©RiGinAL gaire wiTH CD-QUALi ty LiVE 
ACTion viDEo, DiGiTizED music AnD DisGusTinG EATinG sounDS. AnD a 

CAST OF ACTORS WHO CAn ACTUALLY ACT; LiKE 

KiRK CAiHERon a n d IiiicHAEL Gregory. 

You BUiLD WALLS, DlOATS, AnD DEATH 




PiTS. AnD YOU HiRE An ARCHER TO HELP FEnD THEIS OFF. AGAin THE 

FForde attacks. You save the cow, but they eat your hut, your 












tHE HOKjDi: 




CORn CROP, A11D THAT GIRL HEXT DOOR YOU HAD YOUR EYE OH. 

now LiFE REALLY SUCKS. AnD iT Ain’T ABOUT 
TO GET A H Y EASiER. THE EVIL HORDLinGS 
GROW BiGGER, FASTER, EVEII SIBARTER. 

(AnD YOU HAVEn’T EVEn DIET THE EviL CHAnCELLOR yet.) 

Dear reader, we pray you’re the sort who LEARns 
OUIckly. 'Cause this stuff’s 



CRYSTAL DYNAMICS 



HAPPEninG on 32 bits. EnfoY, HiY FRiEnD. AnD good luck. 















3DO • CRYSTAL DYNAMICS • ACTION/STRATEGY- I PLAYER • AVAILABLE NOW 




and cultivate for the villagers that immigrate to his region. The problem is that the Horde, an evil red menace that preys upon the villagers, devouring everything ii 
sight, is impeding the growth and progress of Chauncey's people. There are nine species of the Horde that get smarter and tougher as the game moves along. The 

















AVAILABLE MAY 



I * 41 '" ~ ”11 One of the most anticipated 3DO titles of ‘94 is on | v 

1C •' f ■ t I lts w ay-courtesy of the folks at Electronic Arts; Road 

. | Rash. This high speed, anything goes motorcycle racing I '' .v 

h' v t \. v •• *v . Jl Same features some of the most intense first-person I , ^ % r ,j 

F •?; ' / \ racing ever seen in a video game. Players blaze through I rrkjTKr"'. 

Jl i * • I -1 1 f' curves and rip through the straight-aways on almost I 4 

1 photo-realistic, texture-mapped tracks that range from I 3 

A-" dense cities (specifically, a mock-up of San Francisco) I .3 

and canyon runs to country roads. With frame rates I 
^ a I approaching 24 frames per second and 3D visuals seen I 

previously only in sophisticated arcade racers. Road _ 

.L " JHHH Rash promises to be an outstanding technical achieve- 
i; ment, as well as one intense ride! 

■M £ But the creativity and fun doesn’t stop there. Road 

•’SS’' Rash ' s a,so 3°' n S to be released in an MPEG version hM 

-• — --*■" """ —“ a that makes use of the latest video compression technol- 5 ^. 

ogy to deliver a cinema quality presentation for inter- * 
missions, end level animation and set-up screens. In 
addition, EA has joined forces with A & M Records to 
produce an amazing, fresh alternative rock soundtrack " 

. for the game. Making use of A & M’s extensive array of « — . 

new artists, EA has added the music of Soundgarden, Paw, Swervedriver, Therapy?, Monster Magnet and 
Hammerbox to the mix to intensify the “rashing” experience. 

The development of Road Rash is incorporating film-production techniques and will integrate many 















AVAILABLE JUNG • I PLAYER • INTERACTIVE SIMULATION • ELECTRONIC ARTS • 3DO 


The year is 2019 and orbiting the planet Earth is the UNS ,m * ; _ * 228 - 

Omaha-the world's first aircraft carrier in space. This experi- " • Wruse . : 

mental space platform has begun operational testing of the 
new F-177 space fighter prototypes. 

But someone is out there, watching and waiting... 

Without any warning. Earth is bombarded from space by an unknown alien attack. As the Earth's defenses 
are systematically destroyed, the stage is set for a novice pilot to fly death-defying solo missions in a bid to 


save the planet. j ... . _ « . „ ^ 

This is your introduction to Shock Wave; Invasion Earth 2019, Electronic Arts' first interactive movie com¬ 
ing soon for 3DO. "As the first interactive movie to be released by Electronic Arts for the 3DO Interactive 
Multiplayer system. Shock Wave could be considered the first product in a whole new generation of enter¬ 
tainment software," Stewart Bonn, Senior Vice President of Advanced Entertainment at Electronic Arts 
explains. "Of course, the development of full length, full motion video games is going to be an evolutionary 
process. But, as it stands. Shock Wave is the pinnacle of interactive entertainment software as it stands 

today. This title gives us a glimpse of the future possibilities 
of the media." As you can see by the screen shots surrounding 
this article, EA has made a major attempt at creating a 
* Hollywood style design environment and the production val- 

^ ues of the game reflect this. 

* As this war between the worlds unfolds, the hidden alien 
agenda becomes clear. And the player will find himself 

- engulfed in a first person, 3D world of terrifying, texture 

0 ^ ** - - mapped reality that draws him in and won't let go. The game 

■’* W i|| offer several different areas of conflict, ranging from the 

. i__ Nile rivefFo New York City-each meticulously created with an 

, <*» * i_ * eye toward the smallest detail. 

' " • Uus- ■*» Shock Wave should be available in June and we hope to have 

• a playable version of the game very soon. Look to the 3DO 
Zone for the most complete, exclusive coverage on this revo¬ 
lutionary title as it develops and becomes available. - Talko 









A lright!, Finally! I’m so happy I could cry. The ulti¬ 
mate in ACTION gaming is here on the Neo-Geo, 
Top Hunter. In this amazing new side scroller by 
SNK one or two players can play on two different planes 


'■ Ikji I M of the brilliantly detailed play 

|l|p| '’.a field. You can actually jump 
I in and out of the back- 

L | ground! Add to that mucho 

I awesome play mechanics, 

* amazing graphics, phenome¬ 
nal music and sound effects 
and, a long challenging quest, and you’ve got the ulti¬ 
mate (non fighting) Neo Geo game. We’ve been ask- ] 

ing for it for over a year now and it’s finally coming. 

Top Hunter is scheduled for an April release in Japan \ J- 
so look for it here in the States about the same time. 

Does this mean that Magician Lord 2, Reactor and ^ 
Crystalis are close behind? Hey, it could happen. 1 "' . 

News of a new SNK home system along with the * jfr 
arrival of this game has re kindled my interest in 
the Neo Geo. I love it! Bring me more! We’ll have . 
a huge review on Top Hunter as soon as we can f f 'v 

get our hands on it. See you then. - Takahara ( • 0% i i 


Wolfgang Krauser 


O 0 Then B&C 

Laurence Blood 
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things that makes this a great game is 
the interaction between the two play¬ 
ers. Even in the one player mode, the 
interaction between your charac- 


forgettable games of 
today, has enough per¬ 
sonality and humor to 



























graphics on this game truly 
impress. The multi-scrolling 
backgrounds are colorful and 
very hi-res, and the character ani¬ 
mation is excellent. All the char¬ 
acters are very detailed and have that 
classic cartoony look that the Neo Geo 
is famous for. Don't think for one 
minute that all 90 megs went towards 
graphics alone. The music and sound 
FX in SM are remarkable, with 
impressive sounding explosions and 
tunes that match the theme of each 
level perfectly. But wait, there's more 
(as if that wasn't enough). The play 
control is very instinctive and has 
quick reactions, in other words, it's 
good. Unfortunately, Spin Master suf¬ 
fers from Geo-itis, (you know, the 
great trip with a 20 minute 1 
expectancy). SM is an awesome game. 
Awesome enough to warrant parting 
with 2 hundies? Mmmmrn.I'll leave 
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1 can’t believe it! There’s actually another good game for Pioneer’s high priced tank, the Mega LD. The rea 

son this game succeeds is because the only thing the Mega Drive hardware is responsible for is one tiny 
sprite. Other than that, everything is rendered and the musicNsound FX are all pure CD. If you’ve ever beer 
on a motion ride like Star Tours or Back To The Future, then you have a pretty good idea of what Rockel 
Coaster is all about. This is basically a motion ride without the motion-that you control. By all means, I dc 
not mean to be harsh on this game. It is graphically amazing and very fun to play. My complaint, as with al 
laser disc games, is that everything is a set pattern. You basically steer through a movie. No matter hovi 
many times you play it, it will never change. A system that could render these sprites on the fly miqht be 
worth $1,500.00, but with the Saturn, PSX, Jaguar and Project Reality on the horizon, the 

Mega LD remains the system for that die hard enthusiast who, No. - 

1; has the expendable cash and, No. 2; just has to have everything. 

For those people, I highly recommend Rocket Coaster. This may H 

uprw uidII ha tlio hoc-t --:n __x «... ^ 1 I 


very well be the best this system will ever get. - Mr. Goo 
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attempt to provide increasingly accurate 
and more detailed coverage, we have 
doubled the amount of editorial on new 
games. We have also taken a close look 
at how the games are presented and have 
reworked the section’s graphics to pro¬ 
vide you with bigger, more detailed 
screen shots and body text that is a little 
easier on the eyes. In addition, we have 
instituted a rating system for (.I S, and 
the Hall of Fame and Coach’s Corner 
columns have been svnthesi/ed into 
•instant Replay”. This isn’t the end of 
our job, however. Over the next few 
months, we will be looking at even more- 
ways to keep giving you the best in sports 
game coverage...OK, enough with the 


T here have been many baseball games released for the various 
video game platforms over the years. Most of them have been 
developed for Japanese players first and the American market a 
distant second. On the surface, like the game itself, it seems simple. 

You hit the ball, you throw the ball, you catch the ball. Unfortunately, 
as the saying goes; “God is in the details". And most of the game 
designers have missed the complexity and subtlety that is the hall¬ 
mark of the grand of game. In addition, the Japanese and American 
cultural differences are never more apparent then as shown in the 
game of baseball. As a fanatic baseball fan, it has been disheartening 
to me, over the years, to see the technology of video game systems begin to soar, only to 
made painfully aware that the design artistry and love of the game that is necessary to mi 
THE definitive game of baseball come to life still did not exist. Enter Sega Sports and their 
meg wonder; World Series Baseball. I will praise your name to the heavens, but I do have r 
small problem... 


SEGA SPORTS 
BASEBALL 
2 PLAYER 
16 MEG 
AVAIL MAR. 28 


“Heaven Can 
M.J dues. Buil 
make A LOT 
vour well devt 
skills to force y 
baseball. I’m u 
it, but ha\e yo 
they show him 
puff ball, we 


Wait”? Well it seems that 
ild yourself a reputation, 
f of money and then use 
eloped PR and marketing 
your way into professional 
not saying that he can’t do 
ou noticed that every time 
i on TV, lie’s swatting some 


I used to have a life. I ate, slept, worked occasionally, played a little hoop and worker 
out...you know, I did stuff. Then along came World Series Baseball and my life ha 
become...FOCUSED! If the American Optometric Association is reading this, take heed...l ar 
becoming a perfect case study for the long term effects of video monitors on long-sufferim 
game players. As I write this article, I have just finished 6 straight hours as a member of thi 
San Francisco Giants, pitching and hitting my team to first place in the National League’: 


knock 


one nul, wnb all ol the national coverage, 
I can’t resist. The national media seems 
to he missing the point on this Tonya 
Harding thing. The question of her guilt 
or innocence is not relevant to her ability 
to win a gold medal or to represent her 
country. But her stupidity and complete 
lack of class are enough to keep her off 
of any team that I was responsible for. I 
don't want to hear about how she’s going 
to “kick butt” or about her deal with 
Playboy (eesh! Hey Hef, my advice is to 
ship that one in a plain, brown wrap¬ 
per!). By the time you read this, the 
Olympics w ill be history and her fate will 
have been determined. Even if, by some 
miracle, she doesn’t land on her butt and 
she does conies away with the gold, I 
guarantee you won’t see her goofv mug 
on a box of Wheaties. Well, that’s all for 
this month...Next month, it’s Spring 
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Western Division. I tell you, Bonds and 
Williams think they can play? They’re 
nothing compared to their computer 
assisted alter egos...under MY control. I 
get to play in every major league ballpark 
(including batting practice), play through 
an entire season, and see my guys climb 
their way up the League Leaders chart in 
ruck load of different offensive and defensive statistical categories. The game has a fully functioning 
Ipen and the play by play commentary is unreal. Everything in World Series Baseball is under your con- 
1, including sliding under the tag (THANK YOU for listening Sega Sports). 


5 beauty of the game begins and ends with the masterful combination of arcade style game play with 
tistical tracking and season play. The computer Al is second to none and the game begs to be played 
ain and again. The best way to describe World Series Baseball, I think, is to simply go through some of 
i many, well planned, features of the game that make it the new leader in sports simulations. First of all, 
ire is the statistical tracking. Not only do you get the league leaders, but the announcer keeps track of 
jr game statistics and your year-to-date statistics are also available on the scoreboard screen...’’Now 
tting, number 33-he’s two for four and batting .386”. These stats go a long way in establishing the real- 
i of this game and in allowing you to make player adjustments during the flow of play. Next, the batting 
chanism; this can be customized to your level of arcade skill. On ‘Hard’, the game gives you a circle that 
justs in size, depending on whether you’re simply making contact or hitting for power, that you must 
ive around the strike zone as you hit the ‘C’ button to initiate your swing. There has NEVER been a feel- 
I of actually making contact with the ball like you experience in this game. When you really rip the 
eads, you know and FEEL that the ball is going for a ride. Also, you can immediately tell what part of the 
Id that ball is screaming toward...the mechanics and physics are that accurate! 

addition, the game turns its attention to details like; bullpen pitchers that actually warm-up, balls that 
unce into the stands for ground rule doubles, fielders that, when pushed into the fence, collapse in a 
jmpled heap, accurate dimensional and proportional realism in the stadiums, incredible realism in the 
lyer animation and players that play like their namesakes (including left and right-handed players in the 
I view). The only place that I have been able to notice, where the level of realism falls down, is in the 3/4 
>w of the ballparks (they are not consistent with the digitized backgrounds in the pitcher/batter screen 
d, because of memory limitations, they are more generic) and in base running (in the pre-release version 
the game that we used for this review, you could advance to the next base on a fly ball, without tagging- 
i). Other than these areas, World Series Baseball is the best thing to ever happen to the game on the 
ime screen. 

end to be naturally enthusiastic toward new sports product (thus the job...), or very disappointed when a 
oduct does not live up to its advanced billing. We have been expecting great things from World Series 
iseball and Sega Sports has been well aware of what they have for some time. When I spoke of my com- 
ete dedication to this game, I wasn’t exaggerating. I plan on finishing a season BEFORE the official 
lease of the game (Doug, this is one EPROM you may never see again). World Series Baseball will be 
leased (along with NBA Action) on March 28, to coincide with the beginning of Spring Training. For base- 
ill games, this will be like the release of Street Fighter 2...World Series Baseball is going to leave a con- 
derable wake behind it with the competition trying desperately to stay afloat. I hope that you get your 
ime on someone’s waiting list, because, like a Canseco shot, WSB will be going, going, gone... - Talko 
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AlLNew! 

Bigger! Faster! 
Smoother! 

And it's coming 
at you in April! 


675 Sycamore Drive. Milpitas, CA 95035 (408) 473-9400 

RBI: TM & ©1987 Atari Games.licenMd to Tengen,Inc. All rights 
reserved. Genesis is a trademark of Sega Enterprises, Ltd ©MJ.BPA. 
Official license of Major League 3asebali Players Association. 







P GA European Tour could 
easily have been titled; 
“PGA Tour 2-The European 
Vacation”. EA Sports, known for 
the quality PGA series on the 
Genesis, SNES and personal 
computers, has decided to go 
international with their latest 
release. There are really no play 
improvements or new standards 
in graphics or sound, or no new 
engine that is going to have you 
drooling to buy a new golf game. 
The game plays exactly like its 
award winning older brother, with 
the exception of the five new 
European courses and the advise 
that is given you by Seve 
Ballesteros, Ian Woosnam, Sandy 
Lyle and the rest of the ‘big’ 
names on the European tour. 


Not that this is a bad thing, mind 
you. PGA European Tour, like its 
predecessors, is a very accurate¬ 


ly detailed depiction of the game 
of golf. Unfortunately, time (and 
competition, see our Pebble 
Beach review last issue) has less¬ 
ened the impact of what were, at 
the time of the original’s release, 
considered to be stunning visu¬ 
als. PGA European Tour suffers 
from very flat, one-dimensional 
graphics that rely on various 
inset windows and sub-screens 
to give the player all of the 
required contour, lie and slope 
information. The effect that this 
has on game play is that it 
lessens your sense of actually 
being “on” the course you are 
playing. And, after awhile, all five 
courses; Wentworth Club, Forest 
of Arden, Crans-sur-Sierre, Le 
Golf National and Valderrama 
start looking the same. 


So much for the below par part of 
the game, here’s why golf fans 


should buy this game...play 
mechanics, play mechanics, play 
mechanics! Every time I look al 
this game and think; “Geesh, this 
game is flat and lifeless...get 
something else up on the 
screen”, I get the read on a 30- 
footer and drain it...to the 
immense pleasure of the cheering 
throngs! The PGA series (espe¬ 
cially 2 and this game) continues 
to amaze avid golfers with the 
designers uncanny sense of the 
‘feel’ of the game and their ability 
to bring to life the subtle nuances 
that make golf, at the same 
moment, exhilarating and mad¬ 
dening. I can’t tell you how many 
times I have had the perfect read 
and then juiced the ball just 
enough to have it lip around the 
cup or, being the 12 handicapper 
that I am, simply tried to get the 
ball on the green, without consid¬ 
ering the contour and shape of 









You’re on the dance floor! 



Some prime French real estate, 
it almost impossible to get down 
in two. This IS real golf and I 
swear this series has made me a 
better player on the ‘real’ links. 

To give you an example of what I 
mean...One of the most difficult 
concepts for any amateur golfer 
to master is ‘back-spin’. You see 
the pro’s on TV do it, but it is 
almost accidental for most hack¬ 
ers. By playing PGA, I have been 
able to develop the tools in my 
real game to become much more 
consistent in the application of 
back-spin. The key lies in hitting 
from a clean lie on the fairway 
and making strong contact with 
the ‘sweet-spot’ of the club face. 



Listen to the man, he knows of what he speaks. 


If both of these things are true 
and you get good loft on your hit, 
shoot behind the cup and watch 
that Top-Flite skip back toward 
the hole...it’s in! Don’t believe 
me? Hah!...you should’ve been 
there when I drained a 151 yd. five 
iron, on the 372 yd. sixth at Le 
Golf National! 

The other major factor that makes 
PGA European Tour a required 
purchase (for me, at least) is the 
long term play value of the game. 
Like the first two games, PGA 
European will track all of the most 
relevant statistics and keep track 
of your tournament earnings for 
as many tournaments as you 
want to play. When you take into 
consideration that you can do 
this over five different courses 
and can stop play and save at any 
point in a game, PGA European 
quickly becomes an instant play 
it again’ option for golf nuts. And 
this game isn’t just about tourna¬ 
ment play, you can compete in a 
Skins Challenge, a Shoot-Out or 
simply spend some time refining 
your game with a practice round 
or some time out at the range or 
around the green. And, you’re 
competing against the best pro’s 
over the pond! They are a friendly 
crowd and will give you welcome 
advise, but don’t underestimate 
their ability to thrash you out on 
the course! Just when you’re feel¬ 
ing good about yourself, looking 
at four under in the second round 
and moving up the leaderboard, 
Ballesteros will get on one of his 
patented streaks and, before you 
know it, he’s got you by three 
strokes and you’re quickly out of 
the money. This is at the heart of 


Left / Right move; cursor 
Up I Down rotates grid 



The key to success is reading the breaks. 

what makes PGA European Tour 
outstanding; the combined feel¬ 
ing that you get of total exhilara¬ 
tion and complete frustration...the 
essence of golf! 

Genesis golfers have been pretty 
lucky. As opposed to other video 
game sports, where the quality of 
the games have been hit and 
miss, golf games on the Genesis 
have been of a consistently high 
quality. First, there was Arnold 
Palmer and the original PGA Tour. 
And, now, we have Pebble Beach 
and this very impressive title. For 
golf fans, it doesn’t get any better 
than this and PGA European Tour 
is a must buy. It is time to dust 
off the clubs and clean your 
shoes because EA Sports is call¬ 
ing you back to the links for 
another round of some of the 
sweetest golf you can play this 
side of Augusta. - Talko 
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WE SWEAT THE DETAILS 


*Also availa ble on Game Gear. 
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This is how to impress the coach. 



“We gotta play WHO next?” 


es it, rams it home and then 
crushes the poor sap that got 
in the way! And how about the 
Sprewell Tomahawk? Or the 
Larry Johnson switch hands in 
mid-air, double clutch reverse? 
And then there’s my favorite- 
the missed dunk! That’s right, 
picture the Shaq going in for 
the destructo dunk, catching all 
front iron and then landing on 
his butt as the ball flies to half 
court! Ah, I love a good miss. 
It’s about time somebody put it 
into a game! Now, if you could 
only block the dunk attempts- 
that would be awesome! 


As you can see by the sur¬ 
rounding photo’s, NBA 
Showdown is the real deal-no 
tiny, little guys on an oversized 
court, no munchkins with bal¬ 
loon heads running into each 
other and no goofy mascots 
like the Zoomers or Typhoons. 
Everything is perfectly propor¬ 
tionate-little guys come up to 
the chests of the big guys, 
three steps from the top of the 
key to the hoop and the ball is 
about the size of most players’ 
heads (sorry, X-Man). While all 
of these features paint a pretty 
picture, it ain’t worth a thou¬ 
sand words without what, up to 
this point, has been the elusive 
playability factor in 16-bit 
hoops. NBA Showdown has 
captured the silky smoothness 
of a quick head fake and the 
explosive first step of a Reggie 
Miller (ah, to be a Bruin in the 
spring time!), or the ball fake of 
a John Stockton-followed with 
a “no-look” reminiscent of the 
Magic man. Then, there’s the 
drop step jam from Phi Slamma 
Jama’s Hakeem the Dream and 
that sweet stroke of Mullin’s. 
Little details like these make 
the game twice as enjoyable 
and insures that each contest 
of the 82 game schedule (26, if 
you prefer) will be a sellout! 

Clearly, EA Sports is back on 
top of the 16-bit basketball 
world. I can’t imagine putting 
this game down until I have fin¬ 
ished the 82 game season and 


waltzed to the NBA Finals! On 
the overall scale of basketball 
games, and sports games in 
general, NBA Showdown ‘94 is 
a solid 91%. Only two things 
could improve the rating; better 
rebounding and 

rejections...although I’m getting 
used to the shot blocking. Now, 
if you’re named after a Tex-Mex 
food/jibbering idiot, and you 
couldn’t dunk donuts, then you 
might think NBA Showdown is 
merely a playoff contender. And 
that the ruler of the video b’ball 
roost is Sega Sports’ NBA 
Action. Well, fine-but don’t 
come crawling to me for tickets 
to the finals! Showdown in 
Chiptown is no contest-EA 
Sport’s NBA Showdown is Dr. 
E’s “blue chip pick!” - Dr. E 
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This is the hand of an NBA player. The rest of him is 

just as big. And unless you grow ten inches, develop 

lightning-fast reflexes and a deadly jump shot, you 

PROBABLY WON’T BE 

PLAYING WITH HIM 

ANYTIME SOON. THAT'S WHERE NBA ACTION ‘94* FROM 
Sega Sports comes in. This is the 

most realistic 16-bit pro basketball 

game. With digitized players that run, jump, pass and shoot just 
LIKE THE REAL THING. AND UNLIKE SOME BASKETBALL GAMES, NBA ACTION HAS ALL 27 NBA 
TEAMS AND STAR PLAYERS. THERE'S ALSO COLOR COMMENTARY 

ry Marv Alrert and a Hall of 

Fame option that lets you 

PLAY WITH 30 ALL-TIME GREATS. 

So get NBA Action ‘94 

FROM Sega Sports and experience NBA basketball. 



WE SWEAT THE DETAILS 


*NBA Action is also available on Game Gear. 

**1 or 2 player Game unless used with TEAM PLAYER adaptor (sold separately). 





















long time player of arcade an< 
home video baseball games, 
have seen the market reach i 
maturity level that has brough 
with it increased competition an< 
more sophisticated game design 
With this increased maturity leve 
comes increased expectation: 
from the consumer and eve 
greater demands on game design 
ers. Tengen seems to 
ignored the need to push 
existing game to the ‘next 
and, in fact, seem to have taken s 
few steps back with their lates 
release. 


havi 

thei 

level 


There are many problems with this 
game, the first of which ik the 
validity of bringing it to market a 
all. This is the FOURTH game o 
RBI on the Genesis and the thirc 
that has made use of the curren 
engine. It’s not like Tengen startec 
out with Madden. This game hae 
been, at best, strictly B’ quality 


I need to alert potential buyers of 
this game to the mind set I am in 
as I review it. First of all, I’ve had 
the pleasure of playing World 
Series Baseball, from Sega, for the 
past 6 weeks. Playing RBI ‘94 after 
that game is sort of like driving a 
Porsche, then wrapping your 
hands around the steering wheel 
of a Hyundai. It’s not so much that 
the Hyundai is a piece of crap, its 
just that your expectations and 
requirements have been taken to a 
higher level. With all due apolo¬ 
gies to the designers who were 
given the assignment of taking 
RBI ‘93 and making it RBI ‘94, this 
game has the same chance of 
impressing you as the Hyundai 
dealer after you returned from that 
test drive...slim to none. With that 
being said, let’s take a look at 
Tengen’s latest... 

In baseball, there’s an old story 


about the guy that Lou Gehrig 
came in for at first base. Gehrig 
went on to play over 2,100 straight 
games...the other guy? Well, he 
disappeared into the depths of 
baseball lore with hardly a trace. 
The same thing is bound to hap¬ 
pen to RBI ‘94. The game offers no 
competition to the quality of World 
Series Baseball and is barely a 
“tweaking” of RBI ‘93. 

What RBI ‘94 does offer is your 
standard game of arcade baseball 
that attempts to show itself off as 
a simulation. The game features a 
truck load of options; ranging 
from a Home Run Derby and field¬ 
ing contest to Game Savers and 
full season play (via password). 
Unfortunately, most of these fea¬ 
tures were present in RBI ‘93 and 
owners of that title are going to 
find precious few reasons to 
“upgrade” to the new game. As a 


Dive...Dive...Dive...! 


Geesh, I got my pants dirty. This boy’s takin 1 him deep! 
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“Oh, say can you see...” 
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“How ya doin’ four eyes?” 

and then only because the compe¬ 
tition has been so weak in this cat¬ 
egory. I felt ripped off playing this 
game and I didn’t have to buy it! 
Tengen bumped RBI ‘94 up to 16 
meg, although I don’t know where 
the memory went. There are some 
new pitcher and batter animations 
that are fluid and lifelike, but the 
fielder and base runner anima¬ 
tions have remained the same and 
the pitchers short arm the 
ball...and these were the areas 
that required the most work. The 
designers have also made a weak 
attempt at doing player cards’ 
that they make use of in the ani¬ 
mation windows during the game. 
The graphic quality of these ani- 



Some stellar work by the left fielder. 


mations is way below current 16- 
bit standards, to the point of being 
laughable in places. Lastly, the 
stadiums are way too generic and 
they are HUGE. The proportional 
relationship between the players 
and the ballpark is WAY off and it 
seems like you are scrolling 
through the outfield forever. 

These memory usage problems 
pale in comparison to the massive 
artificial intelligence problems and 
disconnected logic in RBI ‘94. If 
the computer opponent attempts 
to pick off your runner, you can 
take off toward the base and you 
will steal it un-contested. Manual 
control of your fielders is nearly 
impossible, which means you 
spend all of your time on defense 
picking bases to throw to. 
Computer infielders and outfield¬ 
ers wait for the ball to get to them 
and are constantly throwing to the 
wrong base. And there is little 
control over hitting, offering 
almost no satisfaction to the play¬ 
er. In addition, the game is too 
offensive minded with only a mini¬ 
mally effective endurance meter 
being the sole way of monitoring 
your pitcher’s strength. The 
MLBPA license is barely made use 
of as well. The rosters do not 
reflect off season trades and 
acquisitions and there is no active 
statistical database or battery to 
monitor your progress through the 
season. I could go on and on 
about the reasons I dislike playing 
RBI ‘94. But perhaps the most 
telling reason is that I find it an 
arduous task just to play one 
game, let alone write down a 
series of passwords to make it 
through a 162 game season. 



He’s breakin’ for the plate! 


The question remains; why 
release a re-hashed version of a 
decent game in the face of MAS¬ 
SIVE competition that not only has 
a superior game but stronger abili¬ 
ty to market that game? If I had the 
answer to that one, I suppose I 
would also know why there are 8 
soccer games coming to market 
and only one skiing game. The 
fact remains, future baseball 
games will pay homage to the 
Sega title and, Sega or no, RBI ‘94 
just isn’t a game that I’m interest¬ 
ed in playing. I’m afraid that 
Tengen has gone to the well one 
too many times and RBI ‘94 is 
what they dredged up. Run to your 
local retailer and plunk down your 
bucks on World Series Baseball, 
that’s the game you want to play. 
Leave RBI ‘94 to the bargain bins 
and Hyundai drivers...you don’t 
need it. - Talko 



“Maybe I should try T-Ball!” 
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Every player performs like his flesh and blood 
counterpart. Bottom line: If a goy cao't do 
this io real life, we woo’t cot him aoy slack. 


Tell your point guard 
which play to roo. Drape 
yoor defensive wiz ail 
over their go-to guy. 
Yoo're the coach. 
I And hey. you don't 

I even have to slick 

ft yoor hair back. 
























T6CM0 
BASKETBALL 
2 PLAYER 
8 MEG 
AVAIL. NOW 


Wi: 


launch this column, which aims to combine 
the best of Hall of Fame and Coach’s Corner 
into one, with a look at Tecmo’s acclaimed 
king of the SNES hardcourt; Super NBA Basketball. 
Making use of excellent, fast-paced, arcade style 
play mechanics and simulated season play over an 
entire 82 game NBA season, Super NBA has been 
the b’ball game to beat for some time on the SNES. This game is 
Tecmo at their best with all of the close-ups, dunks, great animation 
and player management that has become the hallmark of Tecmo 
sports product. I really had fun pulling this one out of the closet. 
Over a year has passed since this game was finished and it still 
looks great and plays like a bandit. There has been no b’ball game 
to come to market since on the SNES that can come close to the 
quality and fun of this game. I believe that at the heart of what 
makes Super NBA great is the timing and flow of the game. Moving 
the ball up and down the court has never been easier and the action 
is non-stop as you fly toward the hoop on offense and position 
yourself for the rejection on defense. You can control play calling, 
substitute, call time outs and call-up instant replay for your greatest 
highlights and most embarrassing moments. The key to success in 
the game is defense, defense, defense. It will be a high scoring 
affair, with you on the losing side, unless you can master filling the 
lanes, switching to the defender nearest the ball, and positioning 
yourself for the rebound or block. For those of you who have been 
playing this game for some time, this should all be second nature by 
now. But you hoopsters just entering the world of Super Nintendo 
pay heed; Tecmo’s Super NBA Basketball is the king of roundball 
and it will require that you be at the top of your game. That’s all for 
this month, look to Instant Replay next month when we will take a 
look at David Robinson’s Supreme Court on the Genesis. - Talko 






"One of the hottest; and most realistic racing games available 
for the Super NES... eye popping graphics, incredible game play, 
responsive controls, loads of options ,... FIVE THUMBS UP!" 

- GAMEPRO 


on the market. 


"Nigel Mansell includes just about every option you can think 
of in a racing game... Gametek is challenging for pole position 
of Super NES racing games..." 

-NINTENDO POWER 
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don't even think about skitchin 1 for 

REAL EVEN THE RADDEST BLADER 
DOESN'T WANT TO END UP AS ROAD KILL 
ENJOY A LONG LIFE, DON'T RISK IT, 
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' ,'^^ne of the biggest surprises at the WCG5 was Pthilip: 
■ J commitment to make CD-i a competitive game platform 
Now I know what you're thinking. Wow, those infomer 
cials really work! Interact Kid Fan, Interact!! Sorry. All kiiddinc 
aside, with all the titles scheduled to be released first half oi 
94, Philips will definitely turn some heads. Granted thatlmosl 


Interactive 


of the titles require the upgrade of the Digital Video Cartridgt 
(S.R.P $550) but, remember, you can now watch full lengtf 
movies. Now it’s up to Philips to deliver the goods. If yoi 
don't believe me. check out 7th Guest on the next page. 



I n this fwrsflcflybErpunk adventure 
game reminiscent of the movie “Blade 
Runner" and William Gibson's book 
Meujwnancer, you play Cutter, a data 
thie^ After a blown heist. Cutter dis- 
cojprs that his brain has been down¬ 
loaded with a deadly computer virus 
cared Burn: Cycle. He has 24 hours to 
^BEcover who set him up and hopefully 
get the fix to his problem before his 
mind is destroyed. BumCycle is a mix of 
live acffdh video and computer graphics, 
fast paced action sequences, mincfe&og- 
gling puzzles, and a hard-core rave 
soundtrack. 
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ReadySoft Incorporated & Epicenter Interactive Present 


Daphne’s missing, the Mud Men trashed your armor, 
the Shape Shifter’s in your face, the Lizard King’s a 
jerk and the dragon’s all over you! 

Now you’re in control of Dirk the Daring, armed with a 
sword and an attitude. Slash your way through 
the castle of the dark wizard and rescue Princess Daphne 
from the clutches of Singe the Evil Dragon! 

Awesome animation, explosive sound... it’s all here 
directly from laser disc to Sega CD! 

Lead on brave adventurer... your quest awaits. 


r play on the Sega CD™ system. 
3 S Ltd. ALL RIGHTS RESERVED, 
roup, Ltd. —©1993 and is used 
...3 from Epicenter Interactive, Inc. 
rogramming ©1993 by ReadySoft Incorporated 


nsed by Sega Enterprises Ltd. for | 
re trademarks of Sega Enterprises 
i registered trademark of Bluth Gro 


ReadySoft Incorporated 

30 WertheimCourt, Suite 2 

Richmond Hill, Ontario, Canada L4B1B9 

Tel: (905) 731 -4175 Fax: (905) 764-8867 





























It’s fast. It’s crazy, it’s going to giue you pinball elbow. Ybu may be a 
pinball wizard, but are you sharp enough for Arrow Roll 
** Ouers? Can you shoot the Sun-Run without getting burned? 

* Can you make it to Midnight for 5 million points? Can you 

'. go for the tilt feature and still keep your equilibrium? Pin 
yourself to the screen and go for the big score. 


GAMETEK 






^ Anyone who liked the originalI 

sssanstassiS 

aaattssa:ssaa 

the-road sprites and the accompanying patented 

like the overheads before a race and the new back¬ 
grounds. The graphics^ aje surprisingly goOdfor a 

y say that thc contro1 is much better, making this 
game a must for GG racing fans. GP Rider features 
16 CPU competitors, four modes of gameplay and 
variable weather conditions. I could go on to say 
things like “feel the wind in your hair as you round 
a ..turn and close on first place!” but I won’t. This is. 
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ACTION • I PLAYER • APRIL • HANDS ON HAIRY SAYS: 


ALADDIN COUGHS UP 8 FURBALLS" 


jHBhe biggest thing in animation 
I since Mickey Mouse hits the Game 
I Gear this April, Disney’s Aladdin. 

Is this version to the Game Gear what 
the Vugin title was to the Genesis 7 It 
very well may be Unlike most GG 
titles, Aladdin packs a healthy dose of 
animation, play mechanics and multi¬ 
layered scrolling. The game starts off 
ju: t like the mov e with 4 addin Sf.eai- 
||||g inf a hefty French roll and then dart- 
inf from the palace guard as the 
" guard is ©lose behind, you must jump 
and duck oncoming barrels and jump Over hole 
Style of play continues through level two (aftet 
joined by the princess) and then, after you aie 
©ned by Jafar, the game changes to a very cool 
Of Persia style of play. ■ ■ 


FIRST G»V: 
THE. LAMP! 


:he likes Of GG Shirt' 
§ actually tolerabh 
,ound chip is a re 
.hrough the game in 
a© doubt prove to i 
ret. It takes a lot of 
through the puzzlin' 
and throw rocks, run 


tience an 
a I ace lev- 
id slide < 



















Jurassic Park Daytona USA Sega’s Dragon Ball Z 

Recently, after attending the AOU arcade show in Japan, ace correspon¬ 
dent Yagi san was heard saying of Daytona, “that was the most realistic 
game I have ever played”. Besides Daytona; Star Wars, Jurassic Park, 
Dragon Ball Z, Hard Dunk, and Top Hunter really stood out. Next month 
Yagi and Kei will attend the CSG. Kei tells us that Power Drift for the 
Mega-CD will definitely be there....l hope he’s right. We’ve been waiting 
three years! Look for the best ‘Japan Now’ ever, next issue. 


By far, the most impressive game of the show was Sega’s stupendous Daytona U.S.A. This is the first game to 
much anticipated Model 2 arcade board co-developed by Sega and General Electric. Capable of displaying o\ 
textured polygons, to see the 32-bit Model 2 in action is to feel privileged. We’re not worthy, we’re not worthy! 
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MOVES 

Elbow: Forward and Punch 

Spinning Backhand: Hold Back and Punch 

Low Spinning Backhand: Quarter Circle from Back to Down, 
Punch 

Spin Kick: Hold Back, Defense and Kick 

Double Roundhouse: 2 x Kick 

THROWS 

Head First Body Slam: Defense and Punch 

Jumping Clothesline: 2 x Forward, Punch 

REVISIONS (from behind) Defense and Punch 

Low Spinning Backhand: Tap Defensive Crouch and Punch 
High Forward Kick: 2 x Forward, Kick 

Short Kick: Hold Down, Defense and Kick 

Snap Kick: Tap Down and Kick 

Jumping Knee: Tap Forward and kick 


MOVES 

Elbow: Forward and Punch 

Dashing Elbow: 2 x Forward, Punch 

Dashing Straight Arm: Hold Down, Quarter circle towards, 

Punch 

Jumping Kick: 2 x Forward, Kick 

Jumping Double Kick: 2 x Forward, 2 x Punch 

THROWS 

Leg Trip Takedown: Hold Back, Punch 

REVISIONS 

Ground Punch: (when enemy is down) Tap 2 x 

Offensive Crouch and Punch 
Yo-Yo Throw: Tap Defensive Crouch, Hold 

Forward and Punch 


MOVES 


MOVES 

Combo Punch: Forward, Back, Punch 

Dashing Punch: 2 x Forward, Punch 

Dashing Punch Uppercut: 2 x Forward, 2 x Punch 
THROWS 

Backdrop: Defense and Punch 

Power Slam: Hold Forward, Punch 

Ultimate Press: Back, Hold Back, Punch 

Backbreaker: (from behind) Defense and Punch 

REVISIONS 

Jumping Knee: Tap Forward and Kick 

Uppercut: Tap Offensive Crouch and Punch 

Snap Kick: Tap Down and Kick 

Power Bomb: (enemy crouching) Tap Offensive 

Crouch and All Buttons 

Nose Lift: (enemy crouching) Tap Offensive 

Crouch and Punch 


Elb °w: Forward and Punch 

Dashing Roundhouse Sweep: 2 x Forward, Punch 
Forward Roll: Half Circle Towards 

Backward Roll: Half Circle Away 

Rolling Drop Kick: 2 x Forward, All Buttons 

Back Flip: Tap Backward, Jump 

Jumping Kick Flip: Backward Jump and Kick 

Kick Flip: 2 x Back, Kick 

Roundhouse Kick: Hold Down, Defense and Kick 

THROWS 

Arm Grab Toss: Defense and Punch 

Human Catapult: Hold Back, Punch 

Leg Trip Takedown: Back, Forward, Punch 

Body Slam: (from behind) Defense and Punch 

REVISIONS 

Crotch Spin: Forward and All Buttons 
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NOW FIVE OF YOU CAN PLAY COLUMNS. 

If you've ever played Columns, then you know it's as hard to put down as a box of chocolates. But up until now 
it's been a fairly private habit. Not anymore. We've made Columns a free-for-all for you 
and four of your closest friends. Of course, if you prefer those private moments, you can 
still go solo. In the meantime, we'll tell your buddies that Columns m plays for five. 


#VICTOKAI INC 


G3E.I JH3JS 
















MOVES 

Roundhouse Kick: 
Roundhouse Sweep: 
Back Flip: 

Jumping Kick Flip: 
THROWS 
Arm Puli Down: 
Attack Reversal: 
REVISIONS 
Ground Punch: 


MOVES ■ 

Elbow: 

Roundhouse Kick: 
Roundhouse Sweep: 
Back Flip: 

Jumping Kick Flip: 
THROWS 
Shoulder Slam: 

Head Slam: 
REVISIONS 
Karate Chop: 

Liftover Grab: 


Defense and Kick 
Hold Down, Defense and Kick 
Tap Backward, Jump 
Backward Jump and Kick 


Forward and Punch 
Defense and Kick 
Hold Down, Defense and Kick 
Tap Backward, Jump 
Backward Jump and Kick 


Defense and Punch 
Back and Punch 


Defense and Punch 
Back, Forward, Punch 


(when enemy is do\ 

Crouch and Punch 
Half Circle From Forward to Back, Punch 
Back, Forward, and Punch 
2 x Forward, Punch and Kick 


Offensive 


Tap Offensive Crouch, Punch 
Back and punch 


D.D.T.: 

Arm Grab Take Down: 
Legtrip Cheap Shot: 


Offensive Lunge: 2 x Forward 


MOVES 

Dashing Clothesline 
Dashing Shoulder: 
Lunging Knee: 
THROWS 
Vertical Suplex: 
Body Slam: 

Airplane Spin: 

REVISIONS 

Uppercuts: 


MOVES 

Elbow: 

Triple Kick: 

Lunging Knee: 

Back Flip: 

Jumping Kick Flip: 
THROWS 

Belly to Belly Suplex: 
Jumping Clothesline: 
Body Slam: 
REVISIONS 
Jumping Knee: 

Snap Kick: 

Short kick: 


2 x Forward, Punch 
Back, Forward, Punch 
2 x Forward, Kick 


Defense and Punch 
Hold Forward, Punch 
Half Circle Towards, Punch 


Tap Offensive Crouch and Punch 


Forward and Punch 
Hold Offensive Crouch, 2 x Kick 
2 x Forward, Kick 
Tap Backward, Jump 
Backward Jump and Kick 


Defense and Punch 
2 x Forward, Punch 
(from behind) Defense and Punch 


Tap Forward and Kick 

Tap Down and Kick 

Hold Down, Defense and Kick 


Defensive Retreat: 
Run: 

The Cheap Shot: 


2 x Back 

Tap Forward, Hold Forward 
(when enemy is down) Up and Punch 


Rising Roundhouse Kick: 
Rising Sweep Kick: 
Defensive Backroll: 
Defensive Sideways Roll: 


Tap Kick (repeatedly) 

Hold Down, Tap Kick (repeatedly) 
Hold Back 

Tap Defense (repeatedly) 


Lau: 


Pai: 


Sarah: 
REVISIONS 
Sarah and Jacky: 
Sarah: 

Jeffry: 


2 x Spinning Backhand, Kick 
Human Catapult, Dashing Roundhouse 
Sweep 

3 x Punch, Kick 
3 x Punch, Kick 
3 x Punch, Kick 


Forward and Punch, Kick 
Snap Kick, Kick 
Snap Kick, Punch 

n always throw opponent after ducking a high kick. 

It’s always easier to push your opponent out of the ring than it is to knock 
him out. 

To defend against certain moves, you rr 
you must be crouching. 


3t be standing, while for others, 
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super high level of skill to play and 4) starred I *Tl 

the most diverse, identifiable characters yet v |g 

seen in games. Street Fighter II was seemingly rjQjuiz® 
over-engineered and it was easily many years 

ahead of its time. In the passing years we’ve - " ' sti r «’"’ r 

seen the introduction of SF2 Champion edition I 

in which you can play all 12 characters plus a : 

character vs. character mode. 1992 saw the -i-B 

release of my favorite Street Fighter game (until. 
now) SF II Turbo Hyper Fighting. Among other 

things, Turbo Hyper had juiced up speed and (■■Eji * 

easier to perform special moves. Then in 
October of 1993, Game Fan gave video game L 1 ’ 

enthusiasts a first look at Super Street Fighter ^ J 

II. Super introduced four new challengers in 3jj 
four new countries to gamers everywhere. Now 
the year is 1994. The arcade industry is flourish- 1111 
“1 ing. We are on the dawn of a new r— 

32 and 64 bit era. Capcom is f 

introducing another version of C , 

Street Fighter II. Life is good. # * 

m— Due in North America in April, V 
W Super Street Fighter II Turbo is 00*" *-*4 ± 

f ! Capcom’s latest iteration of the fertli*. 
li 1 ; arcade 


masterpiece. So is Super 
Turbo really different enough 
from the other SF games to war¬ 
rant its existence? The answer to 


KICK 

















2x360° PUNCH 
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that question would have to be a 
^ resounding YES! The most obvi- % 
i, \ ‘ ous new feature of Turbo are the 
tw0 ener 9Y bars at the bottom 
right and left hand corners of the 
screen. These bars increase in 
length after every special move 
performed. Once filled the word 
4 SUPER will appear. This gives 

31 BUI you the green light to perform 
+ PUNCH your super move. These moves * 1 Se 
I are a sight to see and they take off much 
^ more energy than a regular special move would. 

You may also get a slight shock when you see 
PpS that almost all the characters have new Stan¬ 
s'*. dard moves with totally new frames of anima- 

fV't tion. You’ll probably get your biggest shock 

u ♦ when you see the new character in the game. 
His name is “AKUMA”, which is Japanese for 
the word “Devil” and he is the most fiercesome 
ITS and challanging foe any Street Fighter will ever 
A : see. In fact Super SFII Turbo is the best play- 
J( ing, best balanced, quickest and yes, the most 
challenging SFII game of them all. This game is 




thought to be the last version of SFII that 
Capcom is going to make. If that is true, then 
SSF2 Turbo marks the end of an era the likes of 
which may never be equaled again. - K.Lee 
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Dragon Tales (3DO) 


Okay, how’s things? Here’s this month’s regular (albeit 
distilled) look at what's happening in Europe. As most 
software companies prepare for this Spring’s big 
London trade show, the ECTS, here’s what could be 
sniffed out in the meantime... 

First of all, some Jag news. 

As I write, there are a few more weeks to go into Aliens 
Vs Predator. Rebellion Software based in Oxford haS 
been working night and day to get this beast onto the 
streets, but rest assured when it does arrive is should 
be worth the wait. It certainly makes those 16-bit con¬ 
soles look, well... sad to be honest. As for Checkered 
Flag 2, don’t hold your breath... The polygon engine is 
currently being completely recoded because of the jerky 
3D update. Expect the current frame rate of 10-15 
frames a second to shoot up into the twenties... yeah, AlOflG in tl"l£ Dark 

that’s more like it. Rebellion have two more games in ' U f LJdl K 

development for the Jaguar-an AVP perspective new CD game will debut behind closed doors at ECT 
Dungeon game like the brilliant Ultima Underworlds on Heart of Darkness will be properly rolled out at th 
the PC, and a futuristic cyberpunk adventure with action Summer CES and inside gossip seems to indicate th 
sections based around a combat flight simulator cou- this French-developed title contains the best animatic 
pled with interactive adventuring. Sounds good to me. ever seen-just what you’d expect from a new compar 
More on Rebellion soon... made up of the original creators of Out of This Worl 

and Flashback!!! Expect versions for 3DO, CD32 am 
Battlemorph, ATD’s follow-up to Cybermorph is now well, anything with a CD ROM drive attached. The ma: 
definitely scheduled for release the CD ROM drive, ters of the polygon platform game will be getting the 
Apparently, Atari is pushing its UK developers to get teeth into Saturn soon...(can’t wait!) 
products ready for the double speed CD system. 

Expect this to be one of the first... One thing GameFan readers might not be aware of i 

.. m ’ that the UK, and Europe for that matter, has droves < 

More Jag CD ROM games are on their way. First up, The loyal (and misguided) Commodore fans. Couple th 
Shadow, based on the movie, will be hitting for the CD Amiga name with the so-called glamour of CD ROM an 
drive courtesy of Ocean... Imagitec have an impressive you have a machine that’s currently outselling the Meq 
new 3D perspective shoot’em up called Freelancer CD. So far, around 80-100,000 (that’s a hell of a lot mor 
which is currently running an the PC at 25 fps! Oh, and than 3DO) of these shoe boxes have made it into unfoi 
Akn-a should be getting the conversion treatment from tunate households, but it finally looks like there miqf 
Hand Made games. Let’s hope it shapes up better than be some decent software on the horizon 
the less than wonderful SNES version... 

_. , First, let’s start with Guardian. This new 3D polyqo 

There s good news on the Virgin front. A truly amazing shooter comes from some guys called Acid Softwar 
_ and look s surprisingly like Starfox. Just like level one ii 


FIFA Soccer (3DO) 
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Eden (3D0) 


and looks surprisingly like Starfox. Just like level one in 
Nintendo’s classic, the player controls a ship that skims 
he surface of a planet. And at 17 frames it’s smoother 
md faster, too. Of course, the main difference is that 
jame plays off the rails and like Cybermorph, they’ll be 
lie option to view the ship from any angle, at any dis- 




!-bit system 


Vi 


tance. The levels will be 
randomly generated too. 
Likely to be more of a 
return to classic shooting 
action than a voyage of 
discovery, Guardian looks 
smart. Expect it in the 


TXE Multi System 

I reported on this in my first column back in the January 
issue of GameFan. Now there are some hard facts about 
the system. Due to appear in the Autumn of this year, a 
Taiwanese hardware manufacturer will be releasing a 
new console in Japan and Europe called the TXE Multi 
System. The hardware has been designed by a company 
call MSU with John Mathiason, (the same guy that 
worked on the Jag, no less) and is.a derivative of a sys¬ 
tem called the Konix that never materialized. MSU is 
hoping that other hardware manufacturers will sign up 
to make systems using their Slipstream ASIC hardware. 

CD-based, the Multi-System has a 25MHZ 386 
and a 32bit Slipstream custom RISC microprocessor. 
Hardware effects include Texture-mapping, Gouraud 
shading, rotation,, and scaling. Unfortunately, as with 
many new systems, the Multi System currently lacks 
decent software and most demos seen so far have been 
enhanced versions of crummy old Amiga games like 
Robocod and Lotus... 


TX6 Game Theme Park and Magic 

Carpet- besides the 3DO versions, top coders Bullfrog 
are also working on a CD32 versions, and Ocean will 
have the Jag versions of Theme Park and the gloriously 
bloody Syndicate. From what I’ve seen, Magic Carpet is 
going to sell 3DO players- an ultra smooth cross 
between Prince of Persia and well, a great looking 3D 
shoot’em up. 

DID- probably the best 3D coders in the UK, will soon be 
starting up PS-X development. In the meantime, they 
have the stunning PC action fight sim, TFX, winging its 
way onto the CD32 and (possibly) the Jag. Their mind- 
blowing 3D polygon shooter, Inferno, will be bringing up 
the rear and Jag version shouldn’t be too far behind. 
From what I’ve seen, Inferno makes the Jag’s 
Cybetmorph look...’ 


TXE Multi Systems specs: 

CPU: 25 MHZ 386 

Graphics processor: 32bit Slipstream ASIC 
Memory: Direct memory access from CD 

8Mbit RAM 

Resolution: 256X200 

Colors: 65, 536 or 256 

Animation: 96 million pixels/sec, 4 hardware 

planes 

Sound: DSP @ 25 MIPS 

Price: $399 

Release: Autumn ‘94 in Japan/Europe 


Hey, wait! I can’t end myig 
section with, crummyll 
specs! I’ll See you next! 
month with some big! 
surprises. Cheers. 


ItlllMI 


- The Rippert 


.~~~. ; 

Theme Park (CD32) 














sourrp* mi f h n a n ° unced ' ast ™°" th - Sega’s press conference on Feb. 2nd was a huge success. At the party in Tokyo our 

sources teH us that Sega showed 10 working titles for the pf. Officially, they announced . . 


oame 3D anH c s, "" imaneous reiease alon 9 Wltf1 system later this year. They are also still releasing the action 

3 °® h °? ter > a " d soccer game you saw here last month. Ranpo is the name of a soon to be released mystery movie in 
hotui/^ h ls w r,tt e n and produced by our equivalent of your famous mystery writer, Edgar Allan Poe. Vie game is a 
Dec 0 f%4 and C '? e ™ a - Se 9 a has announced that they will release 12 Saturn titles betwee^Nov. and 

from d 1 ^ or V' tle * betwe T February and March, and then 12 more between May and July. On top of that 35 titles 

in .mnlf f f * f. W ‘ surface durm g the first half of ‘95. That is the plan, now let’s see how close they can get. That’s 76 titles 


in under a year!! 


What’s up guys!? First of all, I would like to thank all of yc 
who sent me letters and T.J. for working his backside off; 
the AOU show in Japan. You will find alot of arcade info 
mation in this issue from that event. Here’s what’s going o 
in Japan. 

NEC FX: I’ve received a brief report on NEC’s Ne) 
Generation Video Game Machine, code .name, H ”.|ga 
until about a month ago I Had not heard much about thi 
system, but now finally, I’ve got something to show yo 
guys. The pictures ????? are actual FX screen shots, crea 
ed on the FX’s workstation. We don’t know whether thes 
shots are working titles or just the preliminary, but thes 
shots prove the FX can create incredible CG(Compute 
Graphics) images. The FX can move these images at 30 frames/sec 
NEC has not yet announced the actual release date for this ultimati 
machine, but I think NEC is trying to compete with Sega and Sony 
So that means a late ‘94 release would be realistic. Judging b' 
these shots (which look like an intro, for Super Star Soldier) I can’ 
pick a winner yet but NEC has definitely entered the race! 

More from NEC. Here’s some great news for Turbo users 
Finally, the Arcade card has come out. By the time this issue come; 
it will be released in Japan (3/12/’94). 

Since it’s called the “ 
and there are mainly arcade titles in 
the line up, it sounds like this system 
card is only good for playing arcade 
translations. But Hudson thinks that 
this new card can be used to create 
great RPG games for the PC Engine. 

Hudson is planning to develop innov¬ 
ative new games with this upgrade. 

So even though it is expensive 
(approx. $130US ), it’s worth having. 










Sega has developed a brand new arcade machine that is fully compatible with their next generation home video game sys¬ 
tem “Saturn”. It’s called “Titan”. The Advantage to having compatible machines in both fields is that third party developers can see 
how a game does in the arcade and then decide whether or not to port it over....instant test marketing! This way, 3rd party compa¬ 
nies won’t make the mistakes of the past and release cruddy games. That means alot of Saturn games will be Arcade translations. 


Can you say Daytona? . 

Have you heard of the (pictured right)? A while ago, Sega of Japan announced a portable Mega 

Drive system for Air Plane passengers to play while traveling around the world. See that picture » 

over there? It looks like a Game Gear, but with no LCD Screen. Now, Sega is releasing this system ^ -y, | j ^ ^ 

to play at home (in Japan). There is a strong rumor that a Portable Genesis will be released soon in r *\ ' • V sV 

the U.S. I figure the Mega Jet is the prototype of that system. All they need to do is add a screen. ___ v €.», 

HAP- There is also a new Mega Drive/Genesis coming later this year. This fe, *999 

new Genesis will house the DSP (thus making DSP games affordable) and an upgraded sound chip m 
and will be compatible with all existing Genesis software. Upgraded Genesis games that make use ■ ■ 
of the onboard DSP and sound upgrade will not play on the old Genesis. It’s like going from VHS to r 
SVHS or 8mm to Hi 8. Since there are now Jupiter, Saturn, and Titan systems, what do you think UkO 

Sega will call this one?... ? , . ... . i * 

Northwest Airlines has a new service called (pictured below right). An > v . ^ - 

LCD screen set by the seat allows you to scan your credit card to shop or see a movie. North West 
(together with Nintendo) has now added games to the service. While you are traveling, you can now 
play Mario and other SNES games in flight. I wonder what slow down is like at 30,000 ft. So now 

Sega and Nintendo are airborne. . . . / 

Since there are related rumors on the Sega side, there must be a few on the Nintendo side. 

Nintendo will announce something regarding a hand held towards the end of March. Either a 

a , or a (NES) is about to be announced. A color Game B -f 

Boy would’of course be Game Boy with a Color monitor. I think this would prove to be to expensive / W 

for a Nintendo product (and it would eat batteries) so this doesn’t sound realistic. The Wide Boy is A 

an adapter that allows you to hook up a GB to your TV and play GB games on the big screen, but ^ 

why would you want to do that? This also doesn’t sound realistic. Last choice. My bet is Portable 
Famicom (NES). Am I right? Do I already know but if I tell you they’ll ship me home? Find out next 

month. . ^ 

_ SF2 ANIME When I was in Japan in August of ‘93, Capcom announced 
a* &2L that they are making a full length animated movie based on Street 

Fiqhter 2. Here’s what I know so far. Story: There is a world crime organization called Shadolu and 

its General, Vega (Bison in the US) plans to build an incredible organization of fighters.the ultimate 

7^ 5 If human weapon. The International Police and US Military decide to destroy Vega s plot and send 

- & Chun Li and Guile to start an operation to destroy Shadolu. Ryu, Ken and the other fighters also 

> become involved in this operation. The war has begun. Here are few characters from the movie 

' animation. We’ll bring you more on the SF2 animated feature next issue. 


the special K guarantee on that one. 
I’ll talk to you soon. So long. 
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Hey you, I’m the Postmeister here to answer all your questions, no matter what you want to ash me, ash! I've 
got the answer! So write me a letter or I’ll come to your house and steal your mail... Cuz I’m Crfl . !! 


Dear Postmeister: 

All those specs about the new and upcom¬ 
ing systems is confusing me! From what I’ve 
read Sony’s 32-bit PS-X will be more power¬ 
ful than the 64-bit Jaguar, Saturn and Project 
Reality systems. How can 32-bit be greater 
than 64-bit? 

Is Sony making a big mistake like Nintendo 
did when they put a slow chip into the SNES? 
Won’t a 32-bit CPU bog down from all the 
data from it’s powerful co-processors? 

I know you may not have definite specs on 
the new and upcoming 64 and 3^-bit sys¬ 
tems, but could you try and list the hardware 
advantages one system might have over 
another? If possible could you list the new 
systems in descending order of over-all 
power? Thanks! 

Mornez Rasdell 
Elkins Park, PA 

Dear Mornez: 

This subject (which system to buy), is 
going to be the big topic for the next couple 
of years, i got a ton of letters this month ask¬ 
ing these same questions. Let me shine 
some light on the subject. First and foremost 
please remember, it takes 12 to 18 months 
(at least) to make a good game and most 
developers don’t unlock the full potential of a 
new system until they have three or four 
games under their belt. I get so many letters 
about Crescent Galaxy and Dino Dudes it 
makes my goggles fog. Never judge a new 
system on its first games. If these games 
were indeed all the Jag could do Atari would 
never have brought it out. When you are one 
of the first to own a new console patience 
plays a big role. Make sure you hold on to 
one of your 16 bit machines when you pur¬ 
chase a new one. 

With that out of the way / will proceed. 
Hardware specs should play only a small part 
in the decision making process. A mediocre 
developer with the best hardware will pro¬ 
duce an OK game at best, while a skilled 
developer with a lesser machine will often 
achieve greatness. Chances are by the time 
the developers finally do master the system 
another new one will be on the way. Look at 
orice, expandability and 3rd party support 
'irst. Sega and Nintendo both have Konami 
and Capcom, but the Saturn will beat Project 
Reality to market by at least a full year, and 
Sega has Gamearts and Treasure over in 
lapan. Of course, Nintendo has Link and 
Mario and Square and Enix in their corner. 

Their cartridge based Project Reality is going 
40 


to be amazing. Basically you can’t go wrong 
with Sega or Nintendo. Atari is also a very 
interesting proposition. Although they made 
mistakes in the past they are back with a 
great new system (at a great price) and are 
serious about customer satisfaction and qual¬ 
ity. Atari has waited to launch the Jag nation¬ 
ally so that quality games, which show off the 
Jag’s capabilities, would be available at the 
same time as the system. They have also 
signed up an impressive number of third par¬ 
ties. Currently, there are at least 35 games in 
development for release in '94. Atari is mak¬ 
ing all the right moves, and they own the 
rights to a ton of great games. If you’re look¬ 
ing to buy a new system now, I think Atari is 
your best bet. That would put you in a great 
position for 95. You could be sitting with a 
full line of Jaguar titles while you wait for your 
new Saturn to take off. Sony’s PSX is due out 
this November/December in Japan and could 
rain on everyones parade. With forty games 
scheduled and what is said to be the best 
hardware of the lot, Sony is set to 
pounce...hard! 

Another big question for ‘95 hardware 
launches will be developers. With Nintendo, 
Sega, Sony, and Atari all launching new sys¬ 
tems, who will make all these games? What 
about the SNES, Genesis and Sega CD? 
None has seen its full potential and they bet¬ 
ter not let the millions down who own them! 
Lastly, lets not count out SNK either, they 
have big plans for the home market. As for 
the 3D0, well, the hardware is awesome, but 
where are the action games? except for 
Crystal Dynamics, there has been little to cel¬ 
ebrate, and with such a small user base how 
long will they stick around. You know Sega 
and Atari are ‘knockin on that door!! 

Those are my opinions on what is to come. 

So much is still not known about the next 
wave of game machines, so things could 
change. What if the 3D0 comes down to 
under five hundred bucks and SF2 or MK 
comes out? (I just found out that indeed the 
3D0 price will come down to $499)1 What if 
Sony’s PSX shows up this Christmas with a 
low price? What is SNK up to? If you promise 
to keep writing I promise to keep answering! 

Dear Postmeister: 

I hope everyone at GameFan is okay after 
that earthquake out there. If there is anything 
this loyal reader can do, don’t hesitate to ask. 

(I hope that goes for every other GameFan 
devotee.) 

I like the idea of having two sections that 
focus on both Europe and Japan. This way 
we get the best of both gaming worlds. 


I have some questions to ask about Sega: 

1. Is there anymore news on Sega’s Saturn 
system? 

2. Does Sega’s DSP chip offer anything else 
besides faster movement of Polygon 
graphics. Is it better than the FX chip? 

3. Does (or did) Sega have anything 
spectacular to show at the winter CES? 

4. Last question. Does Treasure have 
anything new in the works? 

I hope you guys can answer all my ques¬ 
tions. Again, I hope you guys are okay. 

“Boogie ” 

Bronx, NY 

Dear Boogie, 

Are you like a Boogie boarder or like some 
kind of Boogie man? Just so you’re not pickin 
‘em. We’re all OK after the quake but our 
building folded like a house of cards. Our 
new offices are really cool though. There are 
mountains everywhere so I’ve been thrashing 
in the 4x like a mad man. If you really want to 
help me though, send me Bridgette Fonda’s 
phone number!. 

Sega’s DSP chip runs at 23 MHz so 
besides scaling polygons it helps manipulate 
sprites much faster. It can also do 21.3 MIPS 
(millions of instructions per second) and has 
the ability to address 24 megs aside from the 
cart ROM. All this translates into bigger, 
faster and better sounding games. 

The latest news for the Saturn is that 
Gamearts will be making a 3D shooter and 
an RPG for the systems launch in Japan. 

This is great news! If you’ve played Lunar or 
Silpheed you can imagine what they can do 
with the Saturn’s awesome power. As for my 
personal favorite developer in the whole wide 
world, Treasure, they are currently working 
on Dynamite Headdy. We had exclusive pho¬ 
tos last month and I think £ Storm has more 
in this issue. Treasure’s other new project is 
titled Alien Wars, but they’re still keeping a lid 
on that Treasure. Treasure will also be a 
main developer for the Saturn. Lastly, Sega’s 
best offering at the recent CES was Virtua 
Racing. There were no other big surprises. 
Sega will not be at the June show in pizza 
town (it coincides with their big dealer show 
in Florida), so the June CES will be a strange 
affair. We are going to make the trip to 
Florida so you’ll get a full report soon there¬ 
after. I believe that Sega is now concentrat¬ 
ing on the Saturn, more DSP games, the 
Sega Channel, the new Genesis and their 
new virtual-reality theme parks. Sega is busy 
getting the jump on the rest of the industry. 


iok for them to knock our socks off later this 
?ar and beyond. For the full story on Sega, 
id a copy of the Feb. 21, 1994 Business 
leek. Thanks for the letter and your con- 
irn. Earthquakes suck. 

ear Postmeister: 

In your Volume 2 Issue no.1 magazine, 
du guys showed a chart comparing the next 
eneration systems and their hardware, 
i/hile the Jaguar and Project Reality seemed 
) have the superior hardware, there were 
lany question marks under the Saturn. It 
eems that every time I read an article on the 
iaturn, there is a lot of uncertainty about 
/hat the hardware will be. I was wondering if 
ou would now be able to fill in some of those 
luestion marks and let me know EXACTLY 
vhat the hardware will be. I would really 
ippreciate it if you could. 

Also, has there been any word on other 
ird party companies like Crystal Dynamics, 
Japcom, Konami, Acclaim or Midway signing 
vith Atari? I heard that Atari was really pursu- 
ng Capcom but they want to wait and see 
iow well the Jaguar sells. I wish Capcom and 
he other companies would quit being such 
ightweights and sign with Atari. Companies 
ike these will make a system do well. Rad 
lome versions of SSF2 and MK2 would sky- 
ocket the Jag’s sales. 

One more thing and I’ll leave you alone. In 
egards to cartridge versus CD, it seems to 
ne that overall CD is superior to cart. So 


why did Atari make the Jaguar a cart sys¬ 
tem? Once they bring out their CD hook up, 
who will want to buy the carts? I also heard 
that the Saturn will be both cart and CD. 

Why? Wouldn’t it be easier to make it CD 
only? I know that CDs are cheaper. They 
have more storage space and far better 
sound. So why use cart? It just seems like a 
step backwards to me. Thank you so much 
for listening. Hope to hear from you. 

Sincerely, 

Rob Clark 
Rossville, GA 

Dear Rob, 

You raise an interesting question about 
CD vs. cartridge. The reason Sega and 
Atari are using both formats is simple. 

First of all, a first time buyer can easily 
afford the lower price of a cartridge based 
system. Later, if they decide to upgrade, 
they can buy an optional CD. Secondly, 
since a CD is little more than a storage 
device, unless the creators of a game are 
planning extensive full motion video or 
narration, there is no reason to put a 
game on CD. Remember, the newer car¬ 
tridge based machines can produce 
amazing sound. Some reasons why a lot 
of people (including myself) don’t like CDs 
are; they load way too much (which inter¬ 
feres with the flow of a game), they 
scratch easily, and if you bump your sys¬ 


tem it’s game over. It also costs more and 
takes longer to develop on CD, since the 
technology really isn’t perfected yet. 

Take the Sega CD, for instance. The 
system has been available to developers 
for over three years and to date only Core 
and Gamearts have figured out how to 
make it truly perform. If this learning curve 
remains a factor with all the next genera¬ 
tion CDs, the cartridge efforts may be the 
best games for the first year, while the 
developers familiarize themselves with the 
new development systems. As for the 
Saturn hardware, the specs are now 
etched in stone and appeared in Japan 
Now vol. 2 issue 3. The Saturn and 
Jupiter may be hovering around a store 
near you as early as Christmas '94!! For 
updated information on Atari and the 
Jaguar check out this month’s ‘Jaguar’s 
Domain’ on pages 86-89. 


The Postmeister has a new address!! 
Write to me at my new mountain cave 
(my dungeon collapsed in the quake!!). 
Thank God I wear a helmet!! 

7£e Po&mkfrhg 

513? Clareton Dr, Suite 210 
Agoura Hills, Ca. 91301 




TEMPIUM. 

It's been one of those days. A revolution is 
about to topple your government, your 
invasion force has just been thrown back 
into the sea, and France and England have 
just levied trade embargoes against you. 

What's next? 


ISN'T II? 

In THIRD WORLD WAR™, it's your call: 
you'll lead one of 16 nations in a bid for 
world domination. Adapt your strategies 
to realistic, ever-changing world events, 
and plot your eveiy move on nearly 
85 interactive scenario maps. Or, if 
all else fails, there's always that 
little red button.... 


SEGA CD 










3D0, Japan style: Here’s three of the first games for the import 3DO. Seal of the Pharoh, Whacky Racers, and Ultraman. Will the 


juu, japan style: Mere s three of the first games for the import 3D0. Seal of the Pharoh, Whacky Racers, and Ultraman. Will the import 
launch be more successful than ours was with, A; an RPG and fighter in the lineup? And B; Will they know to loosen those screws? 
Answers. A; Most likely, we got Putt Putt. B; I hope so. 


Here’s a first look at Aero 2. 
To truly appreciate this game, 
however, you have to see it in 
motion. Move over Aladdin, 


take the Genesis action/plat- 


Samurai Shodown (the greatest fighting game 
of all time) is coming to the SNES, Genesis and 
fss Sega CD. 


i\/skz\ix&Ay 

Look! It’s the Sega Channel! Now you can have cheesy Toe Jam & ^ 

Earl graphics tjnd tunes in the privacy of you own home. Actually •, - 

folks, we are qpite impressed with the wide variety of choices on 1 
the menu. Now you don’t have to comb the aisles of Toys R' Us for 
those great Sega Classics. You can also check out the newest stuff 
before you buy. Watch out bad game makers! We’ve got your number! 
For the money (around twenty bucks) you can’t go wrong. Hey, now 
we’ll all be tapped into Sega like a bunch of Lawnmower Men! 


[ Jean 

f Claude Van 

' Damme has 

► landed the lead- 

t ing role of‘Guile’in 
the up-coming Street 
Fighter Motion Picture. I 
wonder if he can really do 
a scissor kick? 






















































BRE Software 

Credit Card Orders: (209) 432-2684 

24 Hour FAXBACK Information System 
(209) 432-2644 

Call from the handset of your FAX machine 


Send us your old cartridges 

Receive a check back or purchase other titles of your choice 
Prices in this ad are good thru 5/31 /94 

$50.00 BONUS 
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still as foil to Ip I ay as ever 
Sega's recent gritty tunes 
classic. Another reason wi 


Ingine Super CD ve 
this March, so vou 
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WHAT IS YOUR FAVORITE CABLE CHANNEL? 


DO YOU PURCHASE VIDEO GAME MAGAZINES ON 
(check appropriate boxes) 

■ Newsstands ■Subscription B Both ■ C 


EDUCATION COMPLETED: (check one) 

■ Grammar School ■ High School 

■ Some College . “ ■ College 




HOUSEHOLD INCOME (check one) 

I Under $25,000 ■ $25,000 to $40,000 


I YOUR HOUSEHOLD PLAY 




WHAT NEW SYSTEMS DO YOU PLAN TO PURCHASE IN THE 
NEXT 6 TO 12 MONTHS? (check the appropriate boxes) 

■ Jaguar ■ Jaguar CD 








WHAT VIDEO GAME MAGAZINES DO YOU PURCHASE AND 
HOW DO YOU RATE THEM EDITORIALLY? 

(check the appropriate boxes) 




/ MANY GAMES DO YOU PURCHASE PER YEAR? (check one) 


■ GAMEFAN 


Or receive GameFan hot off the press all year for S 49"U with our 2nd day priority subscription! 

Please Check one: OR CALL: 

■ Check or Money order enclosed ( $ 24 99 ) 1 ■ 800454 - 263 ' 


State 


City 


1 - 800454-2637 


I Send me a priority 2 day subscription ( s 49 99 ) For V)SA or MASTERCARD orders. 


So what are you waiting for? Fill it in!! 
And be honest, this stuff matters! 




































You Could win a 


PLACE 

POSTAGE 


5137 Clareton Dr. Suite #210 
Agoura Hills, CA 91301 


•ICH? 

31 

5137 Clareton Dr. Suite #210 
Agoura Hills, CA 91301 














SUPER NINTENDO™ <h s — 

LETHAL ENFORCERS 

BYKONAMI 


00 



McCREE 

BY AMERICAN 
LASER GAMES 

$ 43°° 



SEGA CD™ 


WHO SHOT 

.1 t ~ , ~? 

JOHNNY 

ROCK 

V 

BY AMERICAN 
LASER GAMES 

j4mm 

$4495 









TOMMO INC 

YOUR #1 JAPANESE & U.S. VIDEO GAME DISTRIBUTOR 
P.O. Box 862707, Los Angeles, CA 90086-2707 
SEND $10 TO RECEIVE A CATALOG MEMBERSHIP 


Wholesale & Internationa 
Orders Welcome! _ 

213 - 680-8880 

Fax:213-621-2177 or 213-628-9202 


SUPER NINTENDO™ m iQT 

FATAL FURY 2 *S4 W 

BY TAKARA I 

SEGA™ 
GENESIS™ 

JOE & MAC 

BY TAKARA 

$ 4^00 


SUPER NINTENDO™ (U m A QC 

ART OF FIGHTING 

BY TAKARA ■ 


SUPER NINTENDO™ £ A All/1 

X-KALIBER 2097 

BY ACTIVISION ■ S 


SUPER NINTENDO™ <h m 4 A A 

RABBIT RAMPAGE ’’Sd 00 

BY SUNSOFT ** ■ 


SUPER NINTENDO™ 

STAR TREK: TNG 

BY SPECTRUM HOLOBYTE 


49 


i00 


SUPER NINTENDO™ 

TURN & BURN 

BY ABSOLUTE 


$4901 


SUPER NINTENDO™ A piM 

YOUNG MERLIN 

BY VIRGIN ■ B 


IF YOU DON’T SEE IT HERE, CALL!' 

WE CARRY EVERYTHING 


PANASONIC3D0 $JTQ95 
SYSTEM 


















































imply The Best In T 
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SUPER FAMICOM 

All games include english translation 

Flinal Fantasy VI(LIMITED).Call 

Joe & Mac 2. 99.99 

The King Of Dragons.99.99 

Sonic Blastman 2 ..89.99 

Kabuki Rocks.89.99 

Super Metroid.Call 

The Last Battle (RPG)......Call 

Eye Of The Beholder.89.99 

Derby Stallion (Horse Racing)99.99 

Ninja Warriors Again.99.99 

Bastard. 99.99 

Wolfenstein 3d.89.99 

Undercover Cops.89.99 

Dragon Ball Z 2.99.99 

Goeman 2 . 99.99 

R-Type 3. 99.99 

Brain Lord (Act/Rpg).. 99.99 

Wonderous Magic (Rpg).99.99 

Fire Emblem.99.99 

Y’s IV Mask Of The Sun.79.99 

Tetris 2. 99.99 

The Blade Chaser.99.99 

Melhand Adventure(Cotton) ...99.99 

Genocide 2 . 99.99 

Ramna 1/2 3 (PREBOOK).Call 

SD Gundam GX. 99.99 

MEGA DRIVE 

All games include english translation 

Virtua Racing (PREBOOK).Call 

Phantasy Star IV (Rpg).99.99 

Art Of Fighting.79.99 

Outrunners(PREBOOK).Call 

Popfulmail.Call 

Monster World VI.79.99 

Shining Force 2. 79.99 

Bare Knuckle 3.79.99 

Dragon Ball Z.Call 

AX-101 CD.79.99 

Pop N Land CD.Call 

F-1 Circus CD.79.99 

Heavenly Symphony MCD.Call 

Sonic CD.Call 


r" > • 

1 PC ENGINE 


All games include english translation ( 

Dracula X SCD. 

..84.99 

The Legend Of Xanadu SCD. 

..79.99 

Godzilla SCD. 

..79.99 

Fatal Fury 2 SCD AC. 

..79.99 

PC Cocoron. 

..79.99 

Art Of Fighting SCD AC. 

..79.99 

Monster Maker. 

.Call 

Strider SCD AC. 

Call 

Brandish SCD. 

Call 

Silky Lip. 

.Call 

Super Darius SCD. 

.Call 

Martial Champions SCD. 

..79.99 

Bomberman 94 Hu Card. 

..69.99 

Emerald Dragon SCD. 

..89.99 

Arcade Card. 

....Call 

Y’s IV Dawn Of Y’s SCD. 

..79.99 

Magical SCD. 

..79.99 

Flash Hiders SCD. 

..79.99 

Street Fighter 2 Hu Card . 

..79.99 

Riot Zone SCD SALE!. 

..39.99 

Batman Hu Card. 

..59.99 

Macross 2036 SCD (Limited). 

.89.99 

Macross Eternal Love Song SCD 

.89.99 

TURBO DUO 


John Madden SCD. 

.49.99 

Beyond Shadowgate SCD. 

.49.99 

Dungeon Explorer 2 SCD. 

.49.99 

Lord Of Thunder SCD. 

.49.99 

Call for other titles 


IMPORT MUSIC CD 


Super Street Fighter 2. 

.49.99 

Street Fighter Dash Turbo. 

.44.99 

Street Fighter 2 Image Album 

39.99 

Street Fighter 2 Instrumental Album 

39.99 

World Heros 2 Image Album . 

.49.99 

Fatal Fury 2. 

.44.99 

Neo Geo Selection. 

.49.99 

Y’S Perfect Collection 1&2 Dbl Dis 

64.99 

Y”S IV Music. 

.49.99 

Y’S perfect Collection 3. 

.44.99 

Y’s Dramatic Concert. 

.44.99 

Samurai Showdown Img. Alb. 

44.99 


IMPORT MUSIC CD 

Phantasy Star IV.49.95 

Final Fantasy V Dbl Disc.64.95 

Final Fantasy 1&2.44.9S 

Final Fantasy IV.49.95 

Final Fantasy VI.49.95 

Secret Of Mana.44.95 

Phantasy Star IV.49.99 

Landstalker.44.99 

Xanadu.49.99 

Star Fox.49.99 

Silpheed. 49 .gg 

Konami Perfect Collection.59.99 

Gunstar Heros.49.99 

(If you don’t see it here we can special order it!) 

NEO GEO 

Art Of Fighting 2.Call 

Top Hunter (prebook).Call 

Spin Masters.219.99 

Samurai Shodown.219.99 

Fatal Fury USED.49.99 

We carry a full line of used Games 

SEGA GENESIS 

NBA Jam. 59.99 

Castlevania Bloodlines.52.99 

Dune II. 59.99 

Asterix. 54.99 

Goofy. 57.99 

Jim Power.57.99 

Sylvester & Stix. 54.99 

Star Trek. 59.99 

World Series Baseball.59.99 

NBA Showdown.57.99 

PGA Golf 3. 59.99 

Skitchin. 59.99 

Sub-Terrania.52.99 

Grindstormer.52.99 

Incredible Hulk.64.99 

Itchy & Scratchy.49.99 

Speed Racer.64.99 

Virtua Racing.Call 

Fatal Fury 2.62.99 

Grand Slam Baseball.59.99 















































































































































Robert 


Jeffrey 


Equinox. 

Mega Man Soccer, 
Rabbit Rampage- 


Flashback. 


Ken Griffey Baseball.52.99 

Prehistoric Man.54.99 

Super Bases Loaded 2.69.99 

Peace Keepers.62.99 

Sat.Night Slam Masters (prebook) CALL 


VIRTUA RACING MEGA DRIVE 


Chester Cheetah 2 

Journey Home. 

Young Merlin. 

Ardy Lightfoot. 


BARE KNUCKLE 3 MD 24MEG! 


ATARI JAGUAR! 


Tempest 2000.CALL 

Wolfenstein 3D.59.99 

Doom.59.99 

Crescent Galaxy.49.99 

Alien’s Vs. Predator.CALL 

FI Jaguar Challenge.CALL 

Kasumi Ninja(Prebook).CALL 

Checkerd Flag II.CALL 

Raiden.49.99 

Dino Dudes.49.99 

Club Drive.49.99 


FATAL FURY 2 PC SCD 


JAPANESE ANIMATION VHS TITLES 

Guy 2.34.99 

Macross 2 Episodes 5&6.39.99 

Venus Wars...34.99 

Vampire Killer.34.99 

Area 88 Part 3.34.99 

Legend Of The Demond Womb.39.99 
Twilight Of The Cockroaches .29.99 

Devil Hunter Yoko.34.99 

Fist Of The Northstar.39.99 

(If you don’t see it here we can special order it!) 
Titles in Japanese are also available! 

JAPANESE IMPORT SPECIALTIES 

Dragon Ball z Comic Books (color)12.99 

Ramna 1/2 Comic Books .12.99 

3x3 Comic Books.12.99 

Japanese Game Magazines.8-16.00 
Dragon Ball Z Action figures w/sounds.39.99 

Dragon Ball Z SD dolls.6.00 

Dragon Ball Z Iron Ons.4.99 

Dragon Ball Z 2 posters.19.99 

Street Fighter 2 Mini Doll Set 19.99 

Ryu Posable Figure.59.99 

Street Fighter 2 Pewter Set.44.99 

Chung Li Garage Kit.89.99 

Mario RC Cars.64.99 

Stuffed Street Fighter 2 Doll Set Of 6.49.99 
Godzilla Vinyl Model.49.99 

ALWAYS NEW TOYS FROM JAPAN AT DIE HARD, 
THESE ITEMS ARE AVAILABLE IN LIMITED QTY 

SYSTEMS 

Atari Jaguar .244.99 

Panasonic 3DO.489.99 

Neo Geo Gold.579.99 

Sega Genesis 2 Core.89.99 

Sega Genesis 2 complete.124.99 

Sega CD 2.209.99 

Super Nes Core.89.99 

Nec Turbo Duo.299.99 

Super Nes Complete.129.99 

Sega Game Gear Core.89.99 

Mega Drive 2...129.99 

Mega CD 2.319.99 

Super Famicom . 199.99 

Pc Engine Duo.399.99 


PANASONIC 3D0 



Pebble Beach Golf...... 

The Horde...... 

Twisted.. 

Star Trek. 

Out Of This World. 

Road Rash (prebook) 

John Madden. 

Total Eclipse. 

Monster Manor. 

Stellar Fire (SALE).-.. 
Lemmings. 



For Fast Overnight Delivery Call 

818 - 774 - 20,00 

Or If You’re In The Area Check Out Our Store At 


Or If You’re In The Area Check Out Our Store A 

18612 Ventura Blvd., Tarzana, CA 91356 


FINAL FANTASY VISF 


OPEN NOW!! 


Texas 


DRAGON BALL Z MEGA DRIVE 
























































































THE DRAGON'S DEN: THE VIDEO GAME AND 
COMIC BOOK AND SPORTS CARDS SUPERSTORE! 


When you arrive at The Dragon’s Den, you won’t believe your eyes! 

You enter to find yourself surrounded on all sides with the largest 
selection of video games, all the hottest comics and latest trad- 
ing cards and ALL AT UNBELIEVABLY LOW PRICES!!! 

Choose from hundreds of games for all systems! Spend hours * 
browsing through our thousands of back issue and current comics for the 
key books to fill your collection! And of course, we also carry all your favorite 
trading cards from: Topps, Fleer, Donruss, SkyBox, Upperdeck, Score & more! 

We sell complete sets, star cards, team sets, and we've got a complete selection 
of foil, hologram and bonus cards to choose from, too!! 

We have literally millions of cards in i 

stock including specially discounted (I 

unopened boxes and factory sets! V- — 


HUNDREDS OF VIDEO GAMES IN STAHKl 


FEATURING THE COMPLETE STOCK OF' 

SUPER IUES • CHUPqg 

''GAME BOY 
GAME GEAR • JAGUAR 
8 BIT lUiniTEIIIDO • 3DO 

• The largest comic, card, video selection of back issoe comics 
game, fantasy role-playing in the country! 

hobby store in the country! • Check out our new superstore 

• We get the hot games tirst! at 2614 Central Park Avenue, 

• We have the best prices! • We always have courteous, 

• We have the largest selection! knnwledgahle sales staff at 

• We carry the hottest comics! your disposal! 

• We carry the hottest cards! • Call and pre-order you games 

(stars & boxes)! at no charge! 

• All Japanese Animation (laser • Free shipping all orders over 

disks & video tape)! $50.00 (UPS Ground). Low cost 

• We overstock the hottest for 2nd and next day 

Japanese games! • We buy and sell USED GAMES 

• We carry one ol the largest tor all systems 


WESTCHESTER, NEW YORK 

2614 Central Park Ave. Yonkers, NY (914) 793-4630 

GREENWICH, CONNECTICUT 

43 Greenwich Ave.Greenwich, CT (203) 622-1171 

POUGHKEEPSIE, NEW YORK 

Poughkeepsie Plaza Mai], Route 9, Poughkeepsie 


CROSS COUNTY SHOPPING CENTER 

YONKERS, NEW YORK 










ROAt> lisSSh 

Stjvr Trek tor VD« 


DrAgon Vie 
Ifes YorkwooO 
RAlci^k, NC j 
No- showroom. just 


, rjv , SAmAwn Sliot>o\vn II 

>0if c Comm 5 Soon 

HAilorfccr (^C5, With b1oot> Allt> CAniA^C 
50 quit qour worrqins) 


MegA Drive 
Super Nintendo 
Super Gum 
Ar»S )jmm» Bo^rJ 









GAUDS GaflfOii 


SNES SPORTS 

2020 Baseball $50.00 

ABC MNF $55.00 

Aero $49.00 

Amazing Tennis $48.00 

American Glad $53.00 

Agassi Tennis 548.00 

Battle Blazers $45.00 

Best of The Best $49.00 

Brett Hull $55.00 

Chavez Boxing $47.00 

Diamond Challenge $51.00 

Dig & Spike Volleyball $48.00 

ESPN Baseball $53.00 

ESPN Football $54.00 

Football Fury $45.00 

Foreman’s Boxing $49.00 

Hockey $49.00 

Hole In One Gulf 549.00 

Hyper Volleyball $48.00 

Legends of The Ring $50.00 

Mecarobot Golf S50.00 

NBA Jam Session $60.00 

NHLPA Hockey $52.00 

NHL Stanley Cup $44.00 

Peel $51.00 

Quarterback Club $59.00 

Riddick Bowe Boxing $49.00 

Rock & Roll Racing $47.00 

Royal Rumble $55.00 

Side Pocket $47.00 

Sports lll./Base/Football $58.00 

Super Aquatic Games $40.00 
Super Bases Loaded $55.00 

Super Black Bass $50.00 

Super Bowling $49.00 

Super Dodge Ball $53.00 

Super FX Trax $50.00 

Super Goal $50.00 

Super High Impact $48.00 

Super Slap Shot $50.00 

Super Tecmo Bowl $55.00 

Super Tennis $48.00 

Super Widget $50.00 

True Golf Classics $48.00 

TuffENuff $53.00 

Walsh Super Brawl $49.00 

Winter Olympic Games $54.00 
World Cup Soccer $48.00 

Wrestlemania $52.00 

SNES SIMULATION 

Battle Cars $48.00 

Ground Prix $44.00 

Cyberspin $43.00 

F-Zero $46.00 

Jaguar Racing $54.00 

Pilot Wings $48.00 

Race Driven $48.00 

Radio Flyer $52.00 

Railroad Tycoon $51.00 

Road Riot 4WD $51.00 

Super Battle Tank 2 $52.00 

Super Ceasars $48.00 

Super FI Roc $49.00 

Super Off Road Baja $50.00 

Syvallion $52.00 

Test Drive 2 $50.00 

Top Gear 2 $47.00 

Wacky Racers $44.00 

Wings 2 $48.00 

Wings Com.Spec.Miss $49.00 

SNES STRATEGY 

Championship Pool $49.00 

Choplifter 3 $43.00 

Clue $45.00 

Faceball 2000 $53.00 

Family Feud $48.00 

Genghis Khan 2 $58.00 

Jeopardy $48.00 

King Arthur’s World $51.00 

Lamborghini $50.00 

Lemmings 2 $52.00 

Monopoly $46.00 

Operation Logic Bomb $52.00 
Pac Attack $41.00 


Pacman 2 $49.00 

Pushover $48.00 

Rom. of 3 Kingdoms III $59.00 
Shanghai 2 $46.00 

Side Pocket $47.00 

Sim Ant $48.00 

Sim Earth $55.00 

Spin Dizzy World $47.00 

Super Buster Bros $49.00 

Time Slip $48.00 

Troddlers $44.00 

Vegas Stakes $49.00 

Wheel of Fortune $48.00 

Wordtris $42.00 

SNES RPG 

Actraiser II $52.00 

Arcus Odyssey $53.00 

Dragon Warrior V $57.00 

E.V.O. $58.00 

Equinox $49.00 

Eye of Beholder $56.00 

FF-Mystic Quest $35.00 

Final Fantasy II $56.00 

Final Fantasy ill $59.00 

Gemfire $56.00 

Golden Empire $59.00 

Inindo $59.00 

Journey Home $48.00 

Lord of Rings $52.00 

Lost Mission $49.00 

Lufia $53.00 

Might & Magic 2 $52.00 

Might & Magic 3 $58.00 

Nobunaga’s Ambition $56.00 
Orbitus $55.00 

Paladin’s Quest $53.00 

Rampart $49.00 

Secret of Mana $57.00 

Shadow of Beast $50.00 

Shadow Run $53.00 

Spellcaster $54.00 

Ultima-False Prophet $56.00 
Utopia $50.00 

Zelda 3 Link To Past $46.00 

SNES SHOOTER 

Aero Fighters $50.00 

Axeley $53.00 

Cybernator $50.00 

Lock On $49.00 

Mech Warrior $48.00 

Space Mega Force $49.00 

Star Fox $58.00 

Strike Gunner $48.00 

Super Nova $48.00 

Warpspeed $50.00 

SNES FIGHTER 

Art of Fighting $58.00 

Brawl Brothers $53.00 

Clay Fighter $55.00 

Doomsday Warrior $48.00 

Double Dragon $54.00 

Fatal Fury $55.00 

Fatal Fury 2 $58.00 

Final Fight 2 $50.00 

Incredible Hulk $53.00 

Lethal Enforcers $62.00 

Mortal Kombat $60.00 

Ranma 1/2 $50.00 

Rival Turf $48.00 

Sengoku $47.00 

Street Combat $48.00 

Street Fighter Turbo $60.00 

Super Combatribe $54.00 

Super Sonic Blastman $48.00 
TMNT Tour.Fighters $54.00 

Total Carnage $49.00 

Ultimate Fighter $55.00 

World Heroes $58.00 

SNES ADVENTURE 

Addams Family $51.00 

Adv.Dr.Franken $51.00 

Airborne Ranger $55.00 

Aladdin $55.00 

Alien 3 $49.00 


Alfred Chicken $49.00 

Alien vs Predator $48.00 

Arcus Spirits $48.00 

Ardy Lightfoot $48.00 

Barbie $53.00 

Bart’s Nightmare $49.00 

Batman Returns $53.00 

Batman Joker Rev $48.00 

Battle Clash $42.00 

Battletoads Double Drag $52.00 
Beethoven $49.00 

Brainies $48.00 

Bubsy $55.00 

Bugs Bunny Rampage $52.00 
Captain America $51.00 

Castlevania IV $49.00 

Chuck Rock $49.00 

Claymates $48.00 

Congo Capers $44.00 

Cool Spot $49.00 

Cool World $53.00 

Daffy Duck $51.00 

Dennis The Menace $51.00 

Dino City $48.00 

Dracula $48.00 

Dream Probe $48.00 

Eek The Cat $51.00 

Eight Hours $53.00 

Empire Strikes Back $55.00 
Family Dog $50.00 

Feivel Goes West $50.00 

Fido Dido $50.00 

First Samurai $58.00 

Flashback $53.00 

Godzilla $55.00 

Ghouls & Ghosts $52.00 

Hammerin Harry $49.00 

Home Alone 2 $49.00 

Hook $48.00 

Inspector Gadget $50.00 

Itchy & Scratchy $50.00 

James Bond Jr. $50.00 

James Pond 2 $47.00 

Joe & Mac 1 or 2 $48.00 

Jurassic Park $56.00 

Kitaro $52.00 

Krusty’s Fun House $48.00 

Last Action Hero $50.00 

Lawn Mower Man $49.00 

Legend $48.00 

Lester The Unlikely $50.00 

Lethal Weapon 3 $50.00 

Lost Mission $49.00 

Magic Boy $49.00 

Magical Quest/M.Mouse $58.00 

Mario Is Missing $50.00 

Marios Time Machine $51.00 

Mega Man X $56.00 

Metal Jack $48.00 

Mickey’s Ultim.Chall $53.00 

Mr. Nutz $51.00 

Operation Aliens $49.00 

Out To Lunch $49.00 

Outlander $49.00 

Pactris $45.00 

Plok $53.00 

Pocky & Rocky $50.00 

Prehistoric Man $48.00 

Pugsley’s Scav. Hunt $49.00 
Putty $50.00 

Ren & Stimpy $55.00 

Robocopvs Terminator $48.00 

Rocky & Bullwinkle $37.00 

Rocky Rodent $49.00 

Run Saber $48.00 

Sesame Street $48.00 

Skyblazer $49.00 

Smart Bell $48.00 

Snow White Happily $47.00 

Socks The Cat $45.00 

Soldiers Of Fortune $56.00 

Spanky’s Quest $50.00 

Spiderman/Xmen $53.00 

Star Trek NG $50.00 

Striker $49.00 

Sunset Riders $48.00 


Super Adventure IS $48.00 

Super Battleship 2 $45.00 

Super Battletoads $52.00 

Superman $52.00 

Super Mario All Stars $50.00 

Super Mario World $48.00 

Super Ninja Boys $48.00 

Super Nova $48.00 

Super Troll Land $47.00 

Super Valis 4 $48.00 

Suzuka 8 Hrs $55.00 

Tazmania $50.00 

Terminator $49.00 

T2 Arcade Game $49.00 

T2 Judgement Day $49.00 

Thomas Tank Engine $49.00 

Tiny Toons $52.00 

TMNT 4 Tourn. $52.00 

Tom & Jerry $48.00 

Total Carnage $49.00 

Toys $49.00 

Undercover Cops $55.00 

Untouchables $50.00 

Wayne's World $50.00 

We’re Back $50.00 

Wizard Of Oz $48.00 

Young Merlin $53.00 

Zombie Ate Neighbor $49.00 
Zool $53.00 

SEGA SHOOTER 

Cobra Command CD $42.0 

Gunship $44.00 

Lighting Force $42.00 

Microism CD $54.00 

Racing Aces CD $36.50 

Robo Aleste CD $43.00 

Sewer Shark CD $50.00 

Silpheed CD $43.00 

Steel Empire $43.00 

Super Smash TV $41.00 

Warpspeed $35.00 

SEGA RPG 

Battle Master $41.00 

Dark Wizard CD $43.00 

Dominus $50.00 

Dungeon Master CD $41.00 

Galahad $42.00 

Keeper Of The Gates $50.00 
Kings Table $49.00 

Landstalker $56.00 

Lunar CD $45.00 

Might & Magic 3 $54.00 

Phantasy Star 2 $59.00 

Phantasy Star 4 $65.00 

Shining Force $50.00 

Shining In Darkness $46.00 
Star Quest $51.00 

Star Odyssey $58.00 

Sword Vermillion $57.00 

Tyrants $50.00 

Vampire Killer $52.00 

Vay CD $45.00 

SEGA FIGHTER 

Beast Wrestlers $56.00 

Body Count $39.00 

Dbl Dragon 3 $43.00 

Eternal Champions $56.00 

Fatal Fury $52.00 

Final Fight CD $42.00 

Firepower 2000 $52.00 

General Chaos $40.00 

Golden Axe 2 $38.00 

Mortal Kombat $53.00 

Mortal Kombat CD $55.00 

Mutant Fight $45.00 

Ninja Warriors $55.00 

Pit Fighter $44.00 

Prize Fighter CD $48.50 

Rage In Cage CD $43.00 

Real Fighters CD $43.00 

Revenge of Ninja CD $42.00 

Road Avenger CD $43.00 

Shinobi 3 $45.00 

Splatterhouse 3 $50.00 

Street Fighter 2 CE $64.00 


Streets Of Rage 2 $55.1 

Total Carnage $49.1 

Two Crude Dudes $41.( 

WCW Super Brawl $49.( 

SEGA SIMULATION 

AH3 Thunder Hawk CD $43,C 

Chase HQ 2 $42.1 

F117 Nightstorm $48.C 

FI 5 Strike Eagle $52.C 

FI 9 Stealth $56.C 

Firepower 2000 $43.C 

Formula I $46.C 

G-Loc $43.C 

High Seas Havoc $45.C 

Jaguar CD $42.0 

Jungle Strike $49.0 

Micro Machines $44.0 

MIG 29 $51.0 

Outrun 2019 $43.0 

Race Drivin $45.0 

Road Avenger $42.0 

Road Rash 2 $44.0 

Road Riot $45.0 

Sewer Shark CD $50.0 

Speedway Challenge $39.0 

Third World War CD $49 0 

SEGA STRATEGY 

Aero Biz $57.0 

Choplifter ill $53.0 

Clue $45.0 

Dune 2 $49.0 

Dune CD $49.0 

Family Feud $47.0 

Fun & Games $48.0 

Genghis Khan 2 $58.0 

Jeopardy 1 or 2 $48.0 

Jeopardy CD $45.01 

Lemmings $42.0 

Mega Race CD $41.0 

Monopoly $45.01 

Powermonger $38.0 

Powermonger CD $43.01 

Rom. of 3 Kingdoms III $58.01 

Shanghai 2 $39.01 

Technoclash $40.( 

Tex. Ground Zero CD $55.01 

Total Carnage $49.01 

Warriors Of Rome $50.01 

Wheel Of Fortune 1 or 2 $49.01 

SEGA ADVENTURE 

Addams Family $41.01 

Aladdin $45.01 

Barney The Dino $49.01 

Bart’s Nightmare $43.01 

Bart vs Space Mutants $40.01 

Batman Returns $45.01 

Batman Returns CD $42.0C 

Battletech CD S49.0C 

Battletoads-Double Dragon $47.00 

Beauty & Beast Quest $43.00 

Beauty & Beast Roar $43.00 

Beethoven $49.00 

Blast Master 2 $42.00 

Bubble & Squeak $43.00 

Bubsy $50.00 

Castlevania Bloodlines $50.00 

Cheater Cheetah $52.00 

Cheater Cheetah 2 $41.00 

Chuck Rock CD $42.00 

Chuck Rock II $48.00 

Cliff Hanger $48.00 

Cliff Hanger CD $51.00 

Cool Spot $45.00 

Cool Spot CD $48.00 

Justice $42.00 

Dashing Desperadoes $41.00 

Dinosaurs For Hire $41.00 

Double Switch CD $47.00 

Dolphin CD $43.00 

Dracula CD $49.00 

Dracula Unleashed CD $47.00 
Dragon’s Lair CD $50.00 

Dune/Battle for Arrakis $49.00 

Elemental Master $42.00 

Fate Of Atlantis CD $42.00 


FOR ORDERS ONLY CALL: . liiftWiUff 


P.0, BOX #247 WARRENSBURG, NY 12885 





idoDido $41.00 

lashback $52.00 

lintstones $43.00 

urry Friends $35.00 

Sadget Twins $51.00 

Sauntlet 4 $44.00 

Soofy $46.00 

Jreendog $39.00 

Srindstormer $45.00 

Sunstar Heroes $45.00 

High Seas Havoc $45.00 

Home Alone 2 $43.00 

Hook $50.00 

Hook CD $42.00 

ncredible Hulk $54.00 

ndiana Jones CD $41.00 

tchy & Scratchy $42.00 

James Bond 007 $44.00 

Jour. Center Earth CD $57.00 
Jurassic Park $49.00 

Jurassic Park CD $48.00 

Kid Chameleon $46.00 

Last Action Hero $55.00 

Last Crusade $48.00 

Mad Dog IMcCree CD $54.00 

Mickey’s World Of III $44.00 

Mickey’s Ult. Chall. $49.00 

Monkey Island CD $43.00 

Out Of This World $48.00 

Paperboy 2 $45.00 

Pink Panther $45.00 

Pirates Gold $49.00 

Predator 2 $44.00 


Ranger X $41.00 

Rebel Assault CD $43.00 

Rise Of The Dragon CD $43.00 

Risky Woods $44.00 

Roar Of Beast $45.00 

Robocop vs Terminator $49.00 

Robocop 3 $41.00 

Rocket Knight $45.00 

Rocky & Bullwinkle $46.00 

Shadow The Beast 2 $50.00 

Sherlock Holmes II CD $41.00 

Socket $41.00 

Socks The Cat $46.00 

Soldier Of Fortune $54.00 

Sonic 2 $45.00 

Sonic 3 $55.00 

Sonic CD $45.00 

Sonic Spinball $41.00 

Spiderman Vs Kingpin CD $41.00 

Spiderman & Xmen $43.00 

Splatterhouse 3 $49.00 

Star Trek Next Gen. $48.00 

Strider 2 $48.00 

Superman $48.00 

Sylvester & Tweety $48.00 

Tazmania $43.00 

Terminator CD $48.00 

Terminator 2 Judgement $48.00 

Thomas Tank Engine $42.00 

Time Gal CD $41.00 

Time Killers $55.00 

Tiny Toons $42.00 

TimeTrax $49.00 


TMNT Tourn Fights $47.00 

Toe Jam & Earl 2 $41.00 

Toki Going Ape $44.00 

Tom & Jerry Antics $49.00 

Toys $48.00 

Universal Soldier $42.00 

Wayne’s World $51.00 

Willy Beamish CD $42.00 

Wolf Child $43.00 

Wolf Child CD $45.00 

Wonder Dog CD $44.00 

Wrath Of Gods $49.00 

Zombie Ale My Neighbor $47.00 

SEGA SPORTS 

2020 Baseball $50.00 

Ali Heavyweight $49.00 

Amazing Tennis $46.00 

American Gladiators $50.00 

Best Of The Best $48.00 

Brett Hull Hockey $56.00 

Bulls vs Blazers $50.00 

Bulls vs Lakers $50.00 

Chichi Pro Chall. Golf $49.00 
Davis Cup Tennis $43.00 

ESPN Baseball $53.00 

ESPN Baseball CD $49.00 

ESPN Football $54.00 

ESPN Football CD $49.00 

FIFA $49.00 

Holyfield Boxing $42.00 

Joe Montana 94 $49.00 

Joe Montana CD $49.00 


Madden Football ‘94 $47.00 

Mega Race CD $40.00 

Mutant League Football $43.00 

MVP Baseball $43.00 

N. Mansell World Champ $45.00 

NBA Action $47.00 

NBA Jam Session $54.00 

NBA Tecmo $55.00 

NFL's Greatest CD $49.00 

NFL Quarterback $52.00 

Nolan Ryan $50.00 

Olympic Gold $44.00 

Pebble Beach Golf $43.50 

Pele $51.00 

PGA Tour Golf 2 $51.00 

Prize Fighter CD $48.00 

Quarterback Club $53.00 

Rage In The Cage CD $43.00 

RBI 4 $45.00 

Ripkin Baseball $45.00 

Rolling Thunder 3 $51.00 

Royal Rumble $49.00 

Summer Challenge $48.00 

Super Bowl $49.00 

Super Volleyball $31.00 

Super WWF CD $53.00 

T. Larusa Baseball $53.00 

Tecmo NBA 94 $54.00 

Tecmo Super Bowl $55.00 

Virtua Racing $55.00 

Vitale Basketball $53.00 

Walsh College Football $51.00 
Walsh Football CD $50.00 



WCW Super Brawl $49.00 

Winter Olympic Games $53.00 

World Series Baseball $48.00 

World Series Baseball CD $48.00 

World Soccer $44.00 

ATARI JAGUAR 

Jaguar System $245 

Alien vs. Predator $55.00 

Checkered Flag $53.00 

Raiden $47.00 

Dino Dudes $47.00 

Tempest 2000 $47.00 

Tiny Toons $47.00 

Extra Controller $27.50 

PANASONIC 3DO 

3 DO System $479.00 

Monster Manor $50.00 

Total Eclipse $51.00 

Lemmings $49.00 

Oceans Below $50.00 

20th Cent. Almanac $50.00 

Animals $49.00 

Alone in The Dark $49.00 

Madden Football $50.00 



'shipping "chargisare *mtra. Add $ 5.00 per total order on games only. C.O.D. orders have an additional f 5.00 ch ‘"af- °v* r " i< £** Police 
day service call for charges. Availability subject to manufacturersYelease date. without notice. 


Ask to be placed on our 

BnwMWiRgj mailing list for game 

1518/ 623-5022»FAX 15181623-4143 • FOR ORDERS ONLY CALL 1-800-70-GAMES updates at no Charge. 

P.O. BOX#212, WARRENSBURG, NY 12885 


THE SUPER BASEBALLi 2020 

_ 


CONGRATULATIONS TO THE 


WINNERS 



GRAND PRIZE 


Eric Murphy 
Boston, MA. 



FIRST PRIZE: 


Omar Chaudhry 
Corona, NY. 


Victor Chavez 
FP0 AP 


Brooklyn, NY. 


Timothy Bryant 
Chicago, III. 


Joseph Juliano 
Pacific Palisades, CA. 


SECOND PRIZE: 




Chris Lee 
Paul Su 
Brody Hawker 


Palmdale, CA. 
San Diego, CA. 

Laton, UT. 
Mansfield, OH. 


The correct number of characters 
in the super 20/20 find em’ and 
win contest was: 19 


PRIZE: 


Jonathan Kombrinck 
Joseph Fernandez 
Robert Chen 
Ronnie Watson 
Brian Laghlin 


Blountstown, FL. 
Abilene, TX. 
Brooklyn, NY. 
Waldorf, MD. 
Racine, WI. 


PAGES: 3, 22, S5, 56, 57, 61, 67, 
70, 74, 97,102,113,126,127, 
130,138,144,158,167 


Brian 0ns 
Jensy Peralta 
Carl Boyer 
Rhoda Hernandez 
Nick Johnson 
Patrick Saul 
Robert Carleton 
Chris Lillard 
Don Golenig 
Magdelene Chavez 


Maple Valley, WA 
Halverstraw, NY. 
Philadelphia, PA. 
McAllen, TX. 
Wasilla, AK. 
Sunland, CA. 


Pleasant Hill, OR. 
Park Ridge, III. 
Tempe, AZ. 
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The Ultimate Blast-Fest! 


Grind Stormer took the/ 
arcades by storm. 

Now, it’s going to blow 
you away on your Genesis! 

Fly a powerful spaceship against, 
endless waves of alien tanks and "i 
ships. Blast everything in sight as 
you battle your way through ; * 
action-packed levels of ever 
•more deadly enemies. g 

This arcade smash hit • ' £ 

featuresirfcredible •* 
multi-layer scrolling 
backgrounds, • '"C 

spectacular / 
graphics, 

animation and sounds. In other words,., 
it’s a mind-blowing adrenaline rush 
of totally addicting fun! 


675 Sycamore' DfiveflVIilpitas, CA 95035 
(408)473-9400 
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